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\^ (57) Abstract: A mobile game device for selective display of one or more pre-purchased games of chance thereon. The game 
device includes a removable communication interface adapted to communicate with a central gaming system to selectively receive 
gaming data controlling the play and outcome of the pre-purchased game of chance, generated at a first time. The game device 
further includes a display screen, and one or more input mechanisms. A game device microprocessor device is provided which is 
configured to: commence play, selectively activated by operation of the one or more input mechanisms, of the pre-purchased games 
of chance using the gaming data at a selected second time after the first time; and selectively display on the display screen the 
generated outcome of the game of chance. 
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PERSONAL GAMING DEVICE AND METHOD OF PRESENTING A GAME 



CLAIM OF PRIORITY 
5 This application claims priority to U.S. Patent Application Serial No. 10/871,876, 
filed June 17, 2004, and entitled PERSONAL GAMING DEVICE AND METHOD 
OF PRESENTING A GAME, (Atty. Docket No. IGT1P092.US) which is 
incorporated herein by reference. 

FIELD OF THE INVENTION 

10 The present invention relates to gaming systems, and more particularly relates to a 
mobile gaming systems and devices. 

BACKGROUND OF THE INVENTION 
Gaming is ever more popular, and casinos and other gaming establishments 
continually seek new and exciting ways to present games for play. Currently, games 

15 are generally presented on large free-standing gaming devices, such as the well 

known slot machine and video poker machines. Some games are presented at other 
than a gaming device, such as the table games of craps, blackjack and roulette. In 
addition, games such as keno and bingo may be played from tables in areas specially 
configured to present the game to players (such as in an area where personnel are 

20 arranged to pick up keno cards and called numbers are displayed on large displays). 
A substantial disadvantage to the way such games are currently presented is that a 
player may participate in a game in only certain specified locations. For example, in 
order to play video poker, a player may be required to travel through a large 
hotel/casino to a specific gaming area where the video poker machine is located. 

25 Gaming operators desire to provide to their customers greater accessibility to gaming 
devices and the opportunity to play games. 

SUMMARY OF THE INVENTION 
One aspect of the invention is a personal gaming device adapted to present a game to 
a player. In one embodiment, the personal gaming device is a part of a gaming 

30 system. The invention also comprises various methods of presenting a game to a 
player via the personal gaming device, reconciling game results, and verifying a 
personal gaming device for use. 

In one embodiment, the personal gaming device includes a display screen, a 
processing unit including a processor and a memory, and a wireless communication 
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interface associated with the processing unit. The wireless communication interface 
is adapted to receive data and provide it to the processing unit, and is also adapted to 
transmit data provided by the processing unit. In one or more embodiments, the 
5 received information comprises game data generated at a remote location which is 
used by the gaming device to present a game to the player. 

In one or more embodiments, the personal gaming device is a hand-held device which 
has a body which houses the processing unit and other electronics. The personal 
gaming device may include a card reader for reading a magnetic stripe, smart card 
data or other encoded information, such as credit card information. The personal 
gaming device may also include a speaker for outputting game sound to a player. 
In one embodiment, the personal gaming device is detachable from or operable 
independent of remote devices or networks. In other words, a network connection 
may or may not be present or be required when the personal gaming device is being 
operated. 

In one embodiment, data may, instead of or in addition to being transmitted via the 
wireless communication interface, be transmitted and/or received through another 
type of communication interface, such as a cabled RS-232, USB or IEEE- 1394 
connection, or an infrared transmitter/receiver. 

The personal gaming device preferably includes means for a player to provide play 
input. In one embodiment, the display may be touch-sensitive. The personal gaming 
device may also include buttons or include a microphone for accepting voice input. 
In one embodiment, the personal gaming device is associated with a gaming system 
including a game data server. The processing unit receives game data from a remote 
location, such as the game data server, via the wireless communication interface and 
utilizes the game data to present a game to the player, including presenting game 
video information on the display. In one embodiment, the gaming device includes a 
player input and the processing unit transmits said input to a remote location via the 
wireless communication interface. 

In one embodiment, a personal gaming device interface serves as an interface between 
the personal gaming device and one or more devices, including the game data server. 
The personal gaming device interface may also be associated with other networks and 
devices, including an Internet gateway, a hotel reservation system, a funds transaction 
network, or other networks and devices. In this manner, a player may use the 
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personal gaming device to gain access to services, browse the Internet, and engage in 
other activities or obtain information than simply playing a game. 
In a preferred embodiment, if the player wishes to play a game, the player is required 
5 to place a bet or ante to participate in winnings (i.e. a casino-type game or wagering 
game). In that event, a player provides credit, such as by swiping a credit card or a 
player tracking card associated with a player financial account. If the player's credit 
is verified, then the player is permitted to play a game or games as selected by the 
player. The game server generates game data regarding the game to be played, such 
10 as video and sound data. This information is transmitted to the personal gaming 
device, where game video and sound are presented to the player. As necessary, a 
player may provide input regarding a player's decisions relating to the game, such as 
via the touch-sensitive screen or a button. 

In one embodiment, the personal gaming device stores resident game code. This 
15 game code is useful in presenting a game, but alone is incapable of presenting a game. 
A game server is configured to generate information regarding game results. The 
game results data is provided to the personal gaming device and used with the resident 
game code to present a game. 

In one embodiment, the game result data or information comprises numerical data 
20 generated at least in part by one or more psuedo random number generators. The 
game results data or information may also include paytable or other such data as 
required to enable the process. 

In one embodiment, a player may "pre-purchase" game play. In this embodiment, a 
player provides payment for wagers. The amount of the payment, coupled with the 
25 size of the wager for each game, determines the number of games the player may 

play. The game server is configured to generate game results data for the number of 
games the player has paid for. 

The game results data may be transmitted to the personal gaming device via a wireless 
communication link. In another embodiment, the game results data is stored on a 
30 portable storage device such as a smart card or portable memory module which is 
capable of being read by the personal gaming device. 

One embodiment of the invention comprises a method of activating a personal gaming 
device. Activation information is generated at a first location, such as by a game 
server. This activation information is transmitted, such as via a network of wireless 
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transmitters. If the personal gaming device detects the activation information, the 
personal gaming device is activated, and if not, the device is deactivated. In one 
embodiment, the activation information is either transmitted at intervals, or is 
5 transmitted continuously and confirmed at various intervals. 

In another aspect of the present invention, a game device is provided for selective 
display of a pre-purchased game of chance. The game device includes a 
communication interface adapted to communicate with a central gaming system to 
selectively receive gaming data controlling the play and outcome of the pre-purchased 

10 game of chance, generated at a first time. The unit includes a display screen, one or 
more input mechanisms, and a game device microprocessor device. This processor is 
configured to: 1) commence play, selectively activated by operation of the one or 
more input mechanisms, of the pre-purchased game of chance using the gaming data 
at a selected second time after the first time; and 2) selectively display on the display 

15 screen the generated outcome of the game of chance. 

Accordingly, in this aspect of the present invention, one or more games of chance are 
pre-purchased and pre-executed on the central gaming system (e.g., a backend server), 
at the first time, the play and outcome of which can subsequently played and viewed 
on the remote gaming device at a second time, after the first time. The pre-purchased 

20 games of chance, thus, are fully executed in a secure gaming environment or system 
(e.g., a central gaming system), and then transferred, in the form of pre-viewed 
gaming data, to the remote gaming device for a complete replay execution of the play 
and outcome of the games of chance at the player's leisure on their remote gaming 
device. In essence, the play and outcome of the pre-purchased games of chance are 

25 "known" and ratified at the server side prior to play and viewing on the gaming 

device. Once the pre-viewed gaming data is transferred to the remote gaming device, 
the gaming device is simply applied to view the play and outcomes of the games of 
chance. 

On one basic level, a video clip (or clips) of the gaming play and outcome is 
30 transferred or downloaded to the mobile gaming device from the server for time- 
shifted replay thereof at the second time. The gaming device is essentially relegated 
to a viewing mechanism that eliminates any player input, other than perhaps just 
pressing a button to enable one to view what happens in the next 'frame sequence* of 
the video clip. 
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In one configuration, the communication interface includes a removable peripheral 
device adapted for selective communication between the game device and the central 
gaming system. The removable peripheral is adapted to transfer at least a portion of 
5 the gaming data therebetween to effect the play and outcome of the game of chance. 
Further, the removable peripheral device is selected from the group consisting of a 
smartcard, an E-key dongle, a memory stick, and a Secure Digital card. 
In another specific embodiment, a method for executing pre-purchased gaming play 
for a portable gaming device is provided including selectively generating pre-viewed 

10 gaming data, on a central gaming system, representing the play and outcome of one or 
more pre-purchased games of chance, the last game of which is generated at a first 
time. Next, selectively communicating the pre-viewed gaming data from the central 
gaming system to the gaming device; and reconciling post-viewed gaming data from 
the gaming device, viewed at a time-shifted second time after the first time, with the 

15 central gaming system for authentication of the post-viewed gaming data. 
In one specific embodiment, the selectively communicating event includes 
communicating the pre-viewed gaming data through a removable communication 
interface adapted for communication between the central gaming system and the 
gaming device. The selectively communicating event further includes storing, via a 

20 reader device, the pre-viewed gaming data onto a storage unit of the removable 

communication interface, and the reconciling post-viewed gaming data event includes 
retrieving, via the reader device, the post-viewed gaming data from the storage unit of 
the removable communication interface. 

In yet another specific embodiment, a method for executing gaming play on a remote 
25 gaming device including selectively receiving pre-viewed gaming data on the gaming 
device. The pre-viewed gaming data being executed on central gaming system, and 
representing one or more pre-purchased games of chance, the last game of which is 
executed at a first time. The method further includes receiving input instructions, 
from one or more input mechanisms of the gaming device, to commence play of the 
30 pre-viewed gaming data. This data represents the play and outcome of the one or 

more pre-purchased games of chance executed by the central gaming system. Finally, 
the method includes displaying the play and outcome of the one or more pre- 
purchased games of chance on a display screen of the gaming device, at a second time 
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after the first time, wherein the pre-viewed gaming data thereafter constituting post- 
viewed gaming data. 

Various embodiments of the invention comprise methods for verifying the personal 
5 gaming device for use and for reconciling game outcomes. In one embodiment, 
biometric information such as a player's fingerprint is read at the personal gaming 
device and used to verify the player's entitlement to financial transactions and/or 
entitlement to play a game. In one embodiment, the outcomes of games played at the 
personal gaming device are transmitted to a game or financial server. These actual 
10 outcomes are reconciled against the outcomes as determined from the generated game 
results data. The reconciliation step confirms the player's loss or win associated with 
the play of the game or games. 

Further objects, features, and advantages of the present invention over the prior art 
will become apparent from the detailed description of the drawings which follows, 
15 when considered with the attached figures. 

DESCRIPTION OF THE DRAWINGS 
FIGURE 1 is a perspective view of a personal gaming device in accordance with an 
embodiment of the invention; 

20 FIGURE 2 is a block diagram of a component arrangement of the personal gaming 
device illustrated in FIGURE 1; 

FIGURE 3 is a schematic of a gaming system including a personal gaming device in 
accordance with the invention; 

25 

FIGURE 4 is a flowchart illustrating a method of presenting a game with a personal 
gaming device in accordance with one embodiment of the invention; 

FIGURE 5 is a flowchart illustrating one method of purchasing games for play on a 
30 personal gaming device; 

FIGURE 6 is a flowchart illustrating one method of verifying a personal gaming 
device for game play in accordance with the invention; 
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FIGURE 7 is a flowchart illustrating a method of verifying game outcomes in 
accordance with an embodiment of the invention; 

5 FIGURE 8 illustrates a docking station of the invention; and 

FIGURE 9 illustrates yet another embodiment of a system in accordance with the 
invention. 

10 FIGURE 10 is schematic of a gaming system including a remote gaming device and a 
removable communication interface constructed in accordance with another aspect of 
the present invention; 

i 

FIGURE 11 is an enlarged top plan view of the removable communication interface 
15 of the gaming system of FIGURE 10, in the form of a smartcard; 

FIGURES 12A-12D are a series of block diagrams depicting a passive mobile gaming 
method for the gaming system of FIGURE 10. 

DETAILED DESCRIPTION OF THE INVENTION 

20 The invention is personal gaming device and various methods and systems for 
presenting a game with such a device. In the following description, numerous 
specific details are set forth in order to provide a more thorough description of the 
present invention. It will be apparent, however, to one skilled in the art, that the 
present invention may be practiced without these specific details. In other instances, 

25 well-known features have not been described in detail so as not to obscure the 
invention. 

In general, the present invention comprises a personal gaming device. The personal 
gaming device is adapted to present a game for play by a player. In a preferred 
embodiment of the invention, at least one game comprises a game of chance, and 
30 more particular such a game requiring that a player place a monetary wager in order 
to be entitled to play the game. In one or more embodiments, as detailed below, the 
personal gaming device is associated with a gaming network or server. 
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FIGURE 1 illustrates a personal gaming device 20 in accordance with one 
embodiment of the invention. In general, the personal gaming device 20 includes a 
body or housing 22. The body 22 may be constructed from a wide variety of 
5 materials and in a wide variety of shapes. In one embodiment, the body 22 is 

constructed from one or more molded polypropylene or other plastic components. 
The body 22 may be constructed of metal or a wide variety of other materials. 
As illustrated, the body 22 is generally rectangular in shape, having a front side or 
face 24, a rear side or face (not visible), a top end 26, a bottom end 28, a first side 30 
and a second side 32. Preferably, the body 22 defines an enclosed interior space (not 
shown) in which a variety of components are located. 

In a preferred embodiment, the personal gaming device 20 is adapted to present video 
and sound game data to a player. As illustrated, the personal gaming device 20 
includes a display 34. The display is located in the front face 24 of the body 22, thus 
facing upwardly towards a player. In a preferred embodiment, the display 34 
comprises a liquid crystal display (LCD), and in particular, an LCD permitting touch- 
screen input. It will be appreciated that other types of displays may be provided. 
The personal gaming device 20 also includes a sound generating device in the form of 
at least one speaker 36. In one embodiment, the speaker 36 is positioned beneath a 
top or cover portion of the body 22 having one or more perforations or apertures 
therein through which the sound may readily travel. As illustrated, the speaker 36 is 
located near the bottom end 28 of the body 22, generally opposite the display 34. It 
will be appreciated that the speaker 36 or additional speakers may be provided in a 
wide variety of locations, such as at one or both sides 30,32 of the body 22. 
In a preferred embodiment, the personal gaming device 20 is adapted to send and/or 
receive data from another device. As such, the personal gaming device 20 includes 
one or more data input and/or output devices or interfaces. In one embodiment, the 
personal gaming device 20 includes an RS-232 data port 38 for transmitting and 
accepting data, such as through a cable extending between the device 20 and another 
device, such as a computer. In one embodiment, the personal gaming device 20 
includes a USB data port 40 for transmitting and accepting data, also through a cable. 
In one embodiment, the personal gaming device 20 includes an infrared data 
transmitter/receiver 42 for transmitting information in wireless, infrared light form. 
In a preferred embodiment, the personal gaming device 20 includes another wireless 
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communication device 44, such as a wireless communication device/interface 
operating at radio frequency, such as in accordance with the IEEE-802.1x standards or 
the Bluetooth™ standard. 

Preferably, a player is permitted to provide input to the personal gaming device 20, 
such as for playing a game. As stated above, one means of input may be through the 
display 34. The display 34 may also be arranged to accept input via a stylus or other 
device. 

In one embodiment, the personal gaming device 20 includes a keypad 46. In one or 
more embodiments, the keypad 46 is a sealed keypad having one or more keys or 
buttons which may be activated by a player, such as by depressing the button with 
their finger. 

The personal gaming device 20 includes a microphone 48. The microphone 48 is 
arranged to accept voice input from a player. 

In one embodiment, the personal gaming device 20 includes an image collection 
device 41, such as a camera. The image collection device 41 may be used, for 
example, to capture the image of a user or player of the personal gaming device 20. 
This image information may be used for security or authentication purposes. 
The personal gaming device 20 may also include a fingerprint scanner 49. In one 
embodiment, as illustrated, the fingerprint scanner 49 may be located behind or 
beneath a user input button, such as a "spin" or "draw" button. In this manner, a 
player's fingerprint may be obtained without the user or player having to consciously 
participate. As described below, a player's scanned fingerprint information may be 
used for authentication purposes. Such a scanning device may be similar to that 
offered by AuthenTec, Inc. of Melbourne, Florida. 

The personal gaming device 20 may include a card reader 50. As illustrated, the card 
reader 50 is located in a side 30 of the body 22 of the device 20. In a preferred 
embodiment, the card reader 50 comprises a magnetic stripe reader for reading 
information from a magnetic strip of a card. The card reader may also be adapted to 
write or store data to a smart card or portable memory module. As illustrated, the 
card reader 50 includes a slot which is positioned in the side 30 of the device 20, 
Other input devices may alternatively be provided or be provided in addition to those 
input devices described. For example, a player may be permitted to provide input 
through a joystick (not shown). The joystick may comprise a control element 
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associated directly with the body 22 of the device 20. Alternatively, the joystick may 
be separate from the personal gaming device 20, and then be placed in communication 
therewith, such as by plugging in the joystick to a data port of the device 20. A smart 
5 card reader, optical reader or other input device may be provided for reading 

information from another element, such as a card, ticket or the like. The personal 
gaming device 20 may also include a keyboard or mouse. 

The personal gaming device 20 may be battery-powered, such as with a rechargeable 
battery pack. An ON/OFF button 47 may be provided for controlling the power to the 
10 device 20. 

Preferably, the personal gaming device 20 includes control means for controlling the 
operation of the device 20, including accepting input and providing output. One 
embodiment of such a control means is illustrated in FIGURE 2. 
As illustrated, the personal gaming device 20 preferably includes a computing 
15 environment serving as the control means. The computing environment includes a 
central processing unit 52. The central processing unit 52 preferably comprises a 
microprocessor, such as those well known and manufactured by such companies as 
Intel, AMD, Transmeta and Sun Microsystems, Inc. 

The central processing unit 52 is associated with a bi-directional system bus 54. The 
20 system bus 54 may contain, for example, thirty-two address lines for addressing a 

video memory or main memory. In addition, the system bus 54 preferably includes a 
thirty-two or sixty- four bit data bus for transferring data between and among 
components associated with the bus 54. Alternatively, multiplex data/address lines 
may be used instead of separate data and address lines. 
25 The display 34 is coupled to the bus 54. In one embodiment, a video memory (not 
shown) is provided in association with the bus 54. The video memory may be dual- 
ported video random access memory. The video memory is preferably coupled to and 
arranged to drive the LCD display 34. Of course, the video memory might be coupled 
to a CRT or other suitable display device. 
30 A memory 56 is associated with the system bus 54. In one embodiment, the memory 
56 comprises dynamic random access memory (DRAM), synchronous DRAM or 
other forms of random access memory. The memory 56 may have other forms as 
well, such as electronically erasable programmable read only memory (EEPROM). 
Preferably, the memory 56 is of the type which permits data to be written thereto and 
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read therefrom. A mass storage device 58 is preferably also accessible via the bus 54. 
The mass storage device 58 may be of the read-only type (such as a CD or DVD 
optical drive) or may be of the read-and-write variety such as flash memory, compact 
5 flash, or CD/DVD-R/W drives. 

As illustrated, the variety of input and output devices are associated with the system 
bus 54, and thus the other components associated with the bus. As illustrated, the 
speaker 36, keypad 46 and card reader 50 are associated with the system bus 54. A 
variety of data input/output devices ("I/O Devices") may also associated with the 

10 system bus 54, such as, though not specifically illustrated, the RS-232 port 38, the 
USB 40, and the infrared communication transmitter/receiver 42. As will be 
appreciated, these devices/elements may operate in accordance with different 
protocols and have different architectures, and have appropriate interfaces provided 
for communicating with the system bus 54. For example, the infrared 

15 transmitter/receiver may have different layers, including a physical layer including the 
light-emitting device, and link and other layers which include software and/or 
hardware, as is known. A variety of other input/output devices may be associated 
with the personal gaming device 20, as now known or later developed. 
Preferably, as stated above, the personal gaming device 20 includes a wireless, radio 

20 frequency, communication interface operating in accordance with the IEEE 802. lx or 
Bluetooth™ standards. The architectures/protocols of such wireless communication 
interfaces are well known and thus will not be described in detail herein. In general, 
however, such an interface 44 permits two-way data communication. As described in 
detail, the personal gaming device 20 may be permitted to communicate with a wide 

25 variety of devices/systems, including at least one device associated with a gaming 
network. 

In accordance with the invention, the personal gaming device 20 can send data and 
receive data, including program code, through the communication interface 44 (or the 
other input/output devices, such as the infrared transmitter/receiver). As one example 
30 described in more detail below, a gaming server may transmit requested code for an 
application via a transceiver to the communication interface 44 of the personal 
gaming device 20. The received code may be executed by the central processing unit 
52 as it is received and/or be stored in the memory 56 for later execution. 
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In one embodiment, the personal gaming device 20 may include a mass data storage 
device (not shown) such as a hard drive, CD-ROM or the like. In one or more 
embodiments, the memory 56 may comprise a smart card or similar easily removable 
5 (and replaceable) device. In such event, data, such as operating code, may be 

associated with the personal gaming device 20 via a CD-ROM placed in a CD-ROM 
drive or by insertion of a coded smart card or portable memory module. 
In one or more embodiments, the personal gaming device 20 is associated with a 
gaming system. In a preferred embodiment, the personal gaming device 20 is only 
10 operable or at least incapable of presenting certain functions or features unless 
associated with such a system. 

A gaming system 60 in accordance with one embodiment of the invention is 
illustrated in FIGURE 3. As illustrated therein, the gaming server 60 includes a 
personal gaming device interface 62. The personal gaming device interface 62 serves 

15 as a gateway to data communications between the personal gaming device 20 and 
various networks, servers and other devices. In one embodiment, data 
communications between the personal gaming device 20 and the personal gaming 
device interface 62 is via a transceiver 64 associated with the personal gaming device 
interface 62. In general, the transceiver is arranged to receive information from the 

20 personal gaming device interface 62 and transmit it to the personal gaming device 20, 
or receive information from the personal gaming device 20. 
As illustrated, a personal gaming device 20 may communicate directly with the 
transceiver 64. It will be appreciated, however, that limitations exist as to the range 
over which such data can be accurately transmitted. Therefore, in one or more 

25 embodiments, one or more relays 66 may be provided for receiving and re- 
transmitting the data to the appropriate location. 

As stated above, in a preferred embodiment, the personal gaming device interface 62 
serves as a gateway or interface between the one or more personal gaming devices 20 
and one or more other devices, systems or networks. The interface 62, whether in the 
30 form of a wireless interface or a docking station (as described in more detail below), 
may be associated with or reside in a kiosk, slot or other type of gaming machine, a 
point of sale device, a personal computer or the like. 

As illustrated, in one embodiment, the personal gaming device interface 62 is 
associated with a financial server 68 either via a direct link (as illustrated in FIGURE 
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3) or via a network (as illustrated in FIGURE 9). The financial server 68 may be a 
computer or be associated with a computer having a processing unit and one or more 
data files. The financial server 68 is preferably arranged to confirm financial 
5 transaction data. For example, in order for player to be permitted to play a game 
using the personal gaming device 20, the player may be required to place a bet. In 
one embodiment, the bet may be placed using a credit card. In such event, the player 
may swipe their credit card using the card reader 50 associated with the personal 
gaming device 20. This data may be transmitted to the financial server 68 for 
10 confirmation (and as is well known in the art, generation of financial transaction data, 
such as a transaction date, time and value). 

In one embodiment, the system 60 includes a game server 70. As illustrated, the 
game server 70 is associated with the personal gaming device interface 62, either 
directly or via a network. In one or more embodiments, the game server 70 is, or is 

15 associated with, a computing device, such as a processor adapted to execute game 

code. Preferably, the game server 70 is arranged to provide game data to the personal 
gaming device 20 via the interface 62. This game data may comprise video data for 
generating an image on the display 34 of the personal gaming device 20, and sound 
data for generating sound emitted by the speaker 36. The game server 70 is 

20 preferably also adapted to receive input from a player, such as a player selection 
during the play of a game. 

In one embodiment, a reservation server 72 is connected to the personal gaming 
device interface 62, either directly or via a network. The reservation server 72 may be 
arranged to accept reservation selections, and provide information regarding available 
25 hotel rooms, rates, shows, restaurants and the like for use by a player of the personal 
gaming device 20 in making a reservation selection. 

While the personal gaming device 20 may communicate with other devices via direct 
network links as illustrated in FIGURE 2, the personal gaming device 20 may 
communicate with a variety of other devices via a network, as illustrated in FIGURE 
30 9. For example, the personal gaming device 20 may communicate with a prize server 
90, a player tracking server 92, a progressive server 94, an authentication server 96, 
an accounting server 98, a promotional server 100, and a cashless transaction server 
102, among others in addition to the gaming sever 70 and financial server 68, via a 
network. 
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As described below, the personal gaming device 20 may communicate with these 
other devices via a wireless communication link with the wireless communication 
interface 62 or, referring to FIGURE 8, via a direct connection with a docking station 
5 88. Referring to FIGURE 9, the interface 62 and/or docking station 88 may in turn be 
associated with or integrated into a kiosk 104, a slot or other type of gaming machine 
106, a personal computer 108, or a point of sale device 1 1 0 or the like. These devices 
may then be connected to or associated with a network. 

In one embodiment, as illustrated in FIGURE 2, the personal gaming device interface 

10 70 is connected to an Internet gateway 74. This Internet gateway may comprise a 

computing device which is coupled to the Internet, such as through an Internet service 
provider. In one embodiment, as illustrated in FIGURE 9, the Internet may comprise 
or be part of the network which allows the personal gaming device 20 to connect to a 
variety of other devices, such as the servers. In another embodiment, the network 

15 may comprise a dedicated gaming network with which these devices are associated. 
The personal gaming device interface 62 may be arranged to facilitate communication 
between devices, systems and networks operating in accordance with differing 
protocols. For example, the personal gaming device interface 62 may be arranged to 
communicate with the personal gaming device 20 in accordance with a wireless IEEE 

20 802. Ix standard. On the other hand, the personal gaming device interface 62 may be 
arranged to communicate with the financial, game, reservation and other servers 
operating in accordance with an IEEE 1394 ("Firewire") protocol, or Ethernet or the 
like. In addition, the personal gaming device interface 62 may be arranged to 
communicate with the Internet gateway 74 in accordance with a PPP or SLIP 

25 protocol. 

As will be appreciated, the data which is transmitted to and from the personal gaming 
device 20 is preferably provided with an address or other identifier of the intended 
destination of the information. This address information is used by the personal 
gaming device interface 62 for directing data received from a personal gaming device 
30 20 to a particular destination, such as the game server 70. Likewise, data which is 
directed to a personal gaming device 20 preferably has an address associated 
therewith for identifying the particular intended destination. It will be appreciated 
that more than one personal gaming device 20 may be associated with the interface 
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62, such that a unique address or identifier is necessary to properly associate data with 
its intended destination. 

In one or more embodiments, the personal gaming device 20 may be programmed 

5 with a specific address or other security information, such as a password to prevent 
association of unauthorized devices with the system 60. In one embodiment, each 
personal gaming device 20 may implement a data encryption/decryption scheme such 
as RS A or DSA. Some or all of the information or data which is transmitted to or 
from the personal gaming device 20 may be encrypted to prevent its interception and 

10 use by unauthorized users. The encryption/decryption key(s) may be associated with 
the personal gaming device 20 with a module or similar removable device. A user 
may be required to obtain a module in order for the device 20 to function. 
One method of using a personal gaming device such as the personal gaming device 20 
illustrated in FIGURE 1 will now be described. 

15 First, a player obtains a personal gaming device 20. In one arrangement, a casino may 
allow a player to check out a personal gaming device 20. For example, a casino may 
have a central desk or station at which a player may obtain a personal gaming device 
20. In one embodiment, a player may be required to leave a deposit to check the 
device out, helping ensure that the player will return the device when they are done 

20 using it. 

In one embodiment, a player may also be permitted to purchase a personal gaming 
device 20. Having obtained a device, the player may be able to use the device at a 
variety of locations, including at a kiosk, slot machine, casino area, personal computer 
or the like (see FIGURE 9). In another embodiment, a player may be required to rent 

25 the device, such as by paying a fee for the time which the player uses it. 

Once the player has obtained a personal gaming device 20, the user may be permitted 
to engage in one or more activities. In one embodiment, some activities may be 
presented by the personal gaming device 20 itself. For example, software code may 
be stored in the memory 56 for execution by the processing unit 52 for permitting 

30 certain functions, such as the playing of music, display of "how to use" or "help" 
information and the like. 

Preferably, however, the number of functions which are fully supported by the 
personal gaming device 20 are limited. This limits the total amount of memory which 
the personal gaming device 20 needs to include. Thus, one or more functions or 
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activities are supported only by associating the personal gaming device 20 with a 
gaming system such as that illustrated in FIGURE 3. 

In one embodiment, when the personal gaming device 20 is turned on, such as with 
5 the ON/OFF button 47, the personal gaming device 20 is adapted to send a signal to 
the personal gaming device interface 62 or other device for establishing a 
communication link. Once this communication link is provided, data may be 
transmitted to and from the personal gaming device 20 and the other 
networks/systems/devices. 

10 Once a communication link is established, master menu information may be 
transmitted from the personal gaming device interface 62. For example, casino 
personnel may generate menu information and load it into a memory associated with 
the personal gaming device interface 62. Upon a personal gaming device 20 
establishing a communication link with the personal gaming device interface 62, the 

15 menu information may be transmitted to the personal gaming device 20 for display 
thereon. 

A player may then select one or more activities or functions from the displayed menu. 
Input may be provided by touching an area of the screen 34 associated with a menu 
item, providing keypad entry, or in other manners. In one embodiment, a player may 
20 be permitted to engage in activities or obtain services at no charge. For example, a 
player may be permitted to access the Internet using the personal gaming device 20 at 
no charge to the player. The player may also be permitted to obtain show, ticket, 
hotel, restaurant and other information and place reservations and the like at no 
charge. 

25 In one or more embodiments, a player is required to pay to engage in one or more 
activities. In a preferred embodiment, a player is required to place a bet or ante in 
order to play one or more games. Of course, one or more games may be provided for 
free. Alternatively, a player may be required to place a bet or ante if the player is to 
be entitled to an award or winning if the outcome of the game is a winning outcome. 

30 In another embodiment, the casino or other party may give away prizes. For example, 
a player may be permitted to play in one or more complimentary games, with the 
player being awarded a prize (money, a hotel night stay, free dinner or the like) in the 
event the player is a winner of the game. 
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In the event the player is required to place a bet or desires to place a bet, the player 
may do so in a variety of manners. In one embodiment, the player may provide credit 
or value using a credit card. As described above, the player may swipe their credit 
5 card with the card reader 50. Data read from the player's card may be transmitted 
from the personal gaming device 20 to a financial server for verification. In another 
embodiment, a player may place a deposit with the gaming operator and be provided 
with a player card. For example, when the player checks out the personal gaming 
device 20, the player may place a monetary deposit or credit deposit. The deposit 
10 may be associated with a player's account and/or a player card. The deposit data may 
be stored in a master database, with a particular file being assigned an identifier. That 
identifier may be stored on the player card. Later, the player may swipe their player 
card. The read identifier may be transmitted and the deposit data obtained from the 
corresponding file. 

15 A variety of other methods may be provided for the player providing the credit or 

value. For example, a player may be provided with an encoded ticket (bar code or the 
like), or a smart card or other element having data which provides verification of the 
player's credit or payment. 

In one embodiment, the player may select the amount of the bet or ante by providing 
20 input to the personal gaming device 20. For example, once a player has selected a 
game for play, a gaming server may transmit bet screen data. The bet screen may 
indicate to a player that the player may bet anywhere from 1 to 5 credits, each credit 
having a value (such as $.25 US, $1 .00 US or the like). The player may select the 
desired bet. Upon receiving the data, the game server may instruct the player to 
25 provide the necessary credit, such as by swiping the credit card. 

In one embodiment, a player may create a bank of credits from which the player may 
place bets. For example, a player may be permitted to place a large deposit with the 
operator or may use their credit card to create a large deposit/ This deposit may be 
associated with an account of the player. The total credit of the player may be 
30 displayed by the personal gaming device 20. Such an arrangement may be similar to 
that of current game machines were a player may provide a $20 bill to generate 20 $1 
credits, with the number of credits indicated to the player. 

Once verification has been provided of the player's bet or ante, the player may be 
permitted to play the game. In a preferred embodiment, the game data is generated by 
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the game server 70 and transmitted to the personal gaming device 20. FIGURE 1 
illustrates an embodiment of a personal gaming device 20 which is displaying a 
screen of a game of video poker, the screen displaying cards and instructions to the 
5 player. The player may provide input to the game server 70 as necessary. 

In one embodiment, a player may be permitted to raise their bet or ante, or otherwise 
place other bets, during the course of the game. In such event, the player may provide 
credit as described above. 

Depending on the outcome of the game, an award or winning may be provided to the 
10 player. In one embodiment, a winning is associated with an account of the player or 

may be credited to the credit card account of the player. In another embodiment, the 

device 20 may include a ticket printer or other device for issuing an element having 

the value associated therewith (or at least data regarding the value the player won). 

At the end of a game or group of games, the result(s) are uploaded to the accounting 
15 server (if a communication link is present), or stored in a secure memory for later 

upload and reconciliation (if a communication link between the personal gaming 

device and the accounting server is not present). 

A player may play any number of games, switch to other activities, or return the 
personal gaming device 20 at any time. 

20 In one or more embodiments, means may be provided for ensuring that the personal 
gaming devices 20 are returned and not stolen. First, in one embodiment, the personal 
gaming devices 20 may be restricted to use in a particular area. For example, use of 
the devices may be permitted only in a particular game room. By monitoring the 
exits, the theft or loss of the personal gaming devices 20 may be controlled. 

25 In another embodiment, a "fence" may be created which, if the personal gaming 
device 20 is crossed over, results in one or more security measures being activated. 
The fence may comprise one or more emitters which emit a signal detectable in a 
restricted area by the personal gaming device 20. Upon detecting the signal, the 
personal gaming device 20 may be arranged to generate a loud audible signal (such as 

30 by speaker 36) warning that the personal gaming device 20 is being removed from the 
authorized area. The personal gaming device 20 may also be arranged to display a 
warning message to a player. In one embodiment, the memory of the personal 
gaming device 20 may be erased, preventing the player's further use of the device 
(without returning it back to the gaming operator for resetting the device) and 
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protecting the gaming operator by preventing the player from obtaining any critical 
information which would otherwise be associated with the device. In another 
embodiment, operation of the personal gaming device 20 is simply disabled when a 
5 network or communication connection is not present. In this manner, the personal 
gaming device 20 is operable only within a limited, defined perimeter. 
In this regard, one advantage of the personal gaming device 20 is that it may be 
configured so that gaming code is not stored or resident at the personal gaming device 
20 except during use. In particular, the gaming code which is utilized to present and 
10 play the game is stored remotely, such as at the game server 70. The game data may 
be transferred to the personal gaming device 20 only upon authorization for 
presenting a game. Therefore, even theft of the device would not result in the thief 
obtaining proprietary, important game code. 

In one or more embodiments of the invention, the personal gaming device 20 may be 
15 "customized" for a particular player. In one embodiment, a player may create a 
player account. This account may not only include credit information, but may 
include player preference information. For example, a player may designate that they 
prefer to play a particular game and place bets in a particular denomination. These 
preferences may be indicated by a player on a sign-up sheet which is then used to 
20 create the account, or by input to a program interface which player's may use to 
generate their accounts. 

The personal gaming device 20 may be customized in other manners. For example, 
the personal gaming device 20 may be configured to display information via a 
graphical user interface. The color(s) of elements of the interface may be 
25 personalized. In addition, menus, "button" layout and the like may also be 
customized. 

In one embodiment, the player preferences may also be stored on a player card or 
other portable input device. For example, at the time a player creates a player 
account, they may input their preferences. These preferences may be stored on a 
30 portable card. The player may use the personal gaming device 20 to read the personal 
information and configure itself accordingly. 

In one embodiment, the player is issued a player card which includes information 
regarding the player's account. When the player swipes their player card using the 
card reader 50 of the personal gaming device 20, information may be provided 
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regarding the player's account, such as the account number. The player's account 
may then be accessed and the information therein be used to personalize the gaming 
device 20. For example, the player's account information may be used by the 
5 personal gaming device interface 62 to generate a personalized menu for display, or to 
automatically present the player's favorite game as customized with the player's 
default bet. 

Additional embodiments of the invention will be described with reference to 
FIGURES 4-7. These figures illustrate an embodiment of a method of presenting a 
10 game using a gaming device, such as the personal gaming device 20 described above. 
Various other features of the invention are illustrated therein and will be described 
below in conjunction with this method, it being understood that the features may be 
implemented alone or other combinations and method of use. 

15 FIGURE 4 illustrates one method of presenting a game in accordance with the 

invention. As indicated, the method may be implemented via a system 60 such as that 
described above, the system including one or more personal gaming devices 20. 
As illustrated, a method of the invention starts with a step SI in which a player 
obtains a gaming device. The gaming device may be of a variety of types, such as a 
20 personal gaming device 20 as described above, a personal data assistant (PDA), laptop 
or other device. The device may or may not be portable, and may be located remote 
from other devices of the system. 

In a step S2, a player purchases or otherwise obtains the right to play one or more 
games. One such method will be described in detail with reference to FIGURE 5. 
As illustrated in FIGURE 5, in a step S2A, the player is preferably presented with at 
least the option to purchase one or more game play events. As illustrated, the player 
may also be presented with a variety of other options, such as options relating to a 
player account. As described above, a player may have an account which the player 
uses to provide value, such as for purchasing games or placing wagers. The account 
may be associated with a bank or other financial entity, or may be associated with the 
casino or game presenter. 

In the embodiment illustrated, the player is presented the option to (a) reconcile an 
account; (b) purchase games; (c) review or make an inquiry regarding an account; (d) 
withdraw cash or (e) deposit cash. Options (a) and (c)-(e) will not be described in 
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detail herein, as they may be implemented in a variety of fashions. These options 
may, however, be associated with various methods permitting a user to access an 
account, make deposits, make withdrawals, obtain account information and the like. 
5 If the player selects option (b), then in a Step S2B, the player is permitted to purchase 
one or more games or game events. This function may be accomplished in a variety 
of manners. In one embodiment, this selection causes the personal gaming device 20 
to connect to the game server 70. Preferably, the player then selects or inputs the 
amount to be wagered. For example, the player may elect to play $100.00 worth of 
10 games. 

hi a step S2C, the player provides value representing the amount the player has 
elected to wager. As described above, a player may use a credit card to provide this 
payment. If the personal gaming device 20 is so configured, such as by including a 
bill validator or coin acceptor, the player may also use currency. In one embodiment, 

15 the player may utilize a player financial account established with a casino or other 

game provider. The provided value may comprise other than monetary value, such as 
player points or other indicia which the game provider will accept. 
In a step S2D, the player selects one or more games to play. In one embodiment, the 
player may be presented with a menu of games to select from. A player may select a 

20 single game or multiple games for play. 

In one embodiment, the player may be provided with information regarding the 
number of games to be played in relation to the amount bet. For example, a player 
may elect to wager $100.00 playing games of video poker. The player may then be 
requested to indicate how much they wish to wager on each particular game. For 

25 example, the player may be required to indicate whether they wish to wager $.025 or 
$1.00 per game, or a default bet may apply to one or more of the games. If the player 
selects or the default bet is $1.00 per game and the player has wagered $100.00, then 
the game server may indicate to the player that they are entitled to play 100 games of 
video poker. 

30 It will be appreciated that the general purpose of the above-described steps is to define 
the number of games that the player wishes to play and has provided a wager or 
payment to play. As described, the number of games may vary dependent upon a 
number of factors, including the total amount the player wishes to wager and the 
amount of the wager per game or cost to play each game. Thus, the steps may vary 
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depending on various factors. For example, game play packages may be offered for 
player selection. A game play package might comprise the option to play 25 video 
poker games at $1 .00 per game for a certain wager, such as $25.00, or even at a 
5 discount. In this example, the player may only need to select one of the game play 
packages and provide the appropriate wager. 

Next, the identity of the player and/or the right of the player to play the game may be 
verified. In one embodiment, in a step S2E, certain information regarding the player 
is obtained. As illustrated, this information comprises biometric information, such as 

10 a player's fingerprint. In a step S2F, the collected information is used to identify the 
player and/or verify their entitlement to play the games. In one embodiment, this 
comprises comparing the collected biometric information with stored biometric 
information. For example, when a player sets up their financial account with the 
casino, or in order to check out a personal gaming device 20, the player may be 

15 required to provide biometric information. This information is stored for use in the 
verification process. 

It will be appreciated that other information may be used to identify the player and/or 
verify entitlement to play a game. For example, verification may be accomplished 
through use of identifiers such as passwords or the like. Other biometrics may be 
20 used, such as a retina scan, facial features (such as via capture of the player's image 
with the camera 41), or via other authentication. 

In one embodiment, the verification step includes verifying that the player is of legal 
age to play the game. In one embodiment, only players whose age has been verified 
are allowed to set up an account or obtain a personal gaming device 20. In this 

25 configuration, verification is assured once a player's biometric information matches, 
since the player could not access the account or device without being legal age in the 
first instance. This prevents, for example, adolescents from using the personal 
gaming device 20 to play a game, as well as preventing third parties other than the 
player from using the personal gaming device 20. 

30 In a step S2G, the game server 70 provides game information. In one embodiment, as 
described above, this may comprise the download of game code to the personal 
gaming device 20. The game code may comprise actual executable code which 
enables the personal gaming device 20 to present the game or games the player 
selected. 
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In a preferred embodiment of the invention, base game code is stored or resides at the 
personal gaming device 20. This game code does not by itself, however, permit the 
personal gaming device 20 to present a game. In this configuration, additional code 
or data must be supplied to the personal gaming device 20 in order for the personal 
gaming device 20 to present the game. 

In one embodiment, the gaming server 70 is configured to transmit game result and/or 
paytable information. The game result information preferably comprises randomly 
generated game outcome data which, when provided to the personal gaming device 
20, causes the personal gaming device 20 to present a game having the particular 
outcome associated with the outcome data. For example, the game outcome data may 
comprise random number generated results, such as a numerical code which, when 
provided to the gaming code, causes the gaming code to present a game having that 
corresponding outcome. In the case of a "slot" type game, the outcome code may 
represent the winning outcome "three cherries." In other embodiments, the outcome 
code may comprise more detailed data for use presenting the game using the game 
code. For example, the data may represent certain cards to be dealt to the player in 
the game of Blackjack, as well as the possible additional cards which may be selected 
by the player based upon the cards they wish to discard. 

It will be appreciated that the data provided to the personal gaming device 20 by the 
game server 70 may depend upon the number of games to be played. For example, in 
the example provided above in which a player has elected to wager $100.00 on $1 .00 
per bet games, the gaming server must provide information regarding 100 games. 
As indicated, the data may also comprise paytable data. This data is useful is 
calculating the outcome and/or payoff of a winning outcome. It will be appreciated 
that the paytable is generally independent of the outcome of the game, but may vary 
depending upon the amount wagered. Thus, the paytable is necessary to compute the 
amount won when players may select differing wager amounts. 
In one embodiment, additional data is provided to the personal gaming device 20. 
This data may include biometric data regarding the player and global positioning 
system (GPS) data. 

Once the data or information has been provided to the personal gaming device 20, in 
step S2H, the gaming server 70 preferably sends information to the financial server 68 
for later reconciliation. This information may comprise, for example, data regarding 
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the win or loss associated with each game for which data was provided to the personal 
gaming device 20. In this manner, as the player plays the games, the win and loss 
associated with each game can be tracked and verified. 

Referring again to FIGURE 4, in a step S3, the player initiates a gaming session. The 
player obtains a personal gaming device 20 or other gaming device such as described 
above. The player may be required to obtain the device from a particular source, may 
simply turn on the device or the like in order to initiate the session. 
In a preferred embodiment, in a step S4, communication is initiated between the game 
server 70 and the personal gaming device 20. In one embodiment, information is 
transmitted from the game server 70 to the personal gaming device 20 which, when 
received by the personal gaming device 20, maintains the personal gaming device 20 
in mode in which it will present a game. As such, the information may be referred to 
as "activation information." The information may comprise data which is 
intermittently transmitted to the personal gaming device 20. The interval between 
information transmissions may vary, but may be 5-30 seconds. 
Preferably, the activation is transmitted via a wireless communication link. 
Preferably, the transceiver 64 and various relays 66 are configured, including in their 
number, location and power, to create a "game zone" within which the personal 
gaming device 20 will receive the activation information. Preferably, outside of this 
zone, the activation information is not received by the personal gaming device 20. 
In a preferred embodiment, when the personal gaming device 20 does not receive 
activation information for a certain period of time, the personal gaming device 20 is 
configured to automatically prevent further game play. In this manner, a user of the 
personal gaming device 20 is not permitted to engage in game play other than in 
certain designated areas, such as a proscribed gaming zone or in a casino. 
In one embodiment, certain features of the personal gaming device 20 may remain 
activated independent of the activation information. For example, various other menu 
features such as those permitting the player to preview games and the like may still 
remain active. When the player is playing games via other than a personal gaming 
device 20, such as a PDA or the like, various features thereof may remain activated, 
such as those which are independent of game play. 



-24- 



WO 2006/009791 



PCT/US2005/021350 



In one embodiment, in a step S5, the personal gaming device 20 is verified for game 
play. FIGURE 6 illustrates one example of such a method, it being understood that 
other methods may be used. 
5 Referring to FIGURE 6, in a step S5A, biometric information is obtained from the 
player. In one embodiment, this may comprise reading fingerprint information using 
a fingerprint reader 49 at the personal gaming device 20. In addition, in one 
embodiment, GPS data is obtained by the personal gaming device 20 regarding the 
location of the personal gaming device 20. 

In a step S5B, the biometric information is preferably compared to the previously 
obtained biometric information (see step S1G, FIGURE 5). If in a step S5C, the 
biometric information does not match, then the session is ended in a step S5D. In 
other embodiments, if the biometric information does not match, the player may be 
requested to, one or more additional times, try to match the biometric information, 
such as by rescanning their fingerprint. 

If the biometric information matches, then in a step S5E, the activation information 
from the game server 68 is evaluated. This may comprise evaluating the quality or 
time of receipt of the information and determining if certain standards or requirements 
are met. If the activation information does not meet the requirements, then in a step 
S5G, the session is terminated. 

If the activation information does meet the requirements, then in a step S5H, the 
personal gaming device 20 is verified for game play. Referring to FIGURE 4 again, 
in a step S6, the player is then permitted to engage in game play. In one embodiment, 
one of the games selected by the player for play is presented to the player. 
Preferably, at a step S7, it is determined if additional games remain to be played and if 
the player wishes to continue playing. If so, then the personal gaming device 20 is 
preferably re-verified in step S5 before the next game is presented for play. 
As described above, in a preferred embodiment, when a game is presented for play, 
the personal gaming device 20 uses resident game code along with downloaded game 
data in order to present the game. The game data may comprise data representing 
certain "outcomes" for the games to be played. 

If the player wishes to stop playing or all games have been played, then in a step S8, 
the results of the game or games played are preferably stored at the personal gaming 
device 20. These game results are transmitted to the game server 70 for verification. 
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In a step S9, once game play has ceased, the game server 70 stops transmitting 
activation information, thus preventing any further use by the player of the personal 
gaming device 20 in playing games. 
5 In a step S10, the game results are preferably verified. FIGURE 7 illustrates one 
embodiment of such a method. 

In a step SI OA, the personal gaming device 20 establishes a communication link with 
the game server 70. In a step S10B, authentication occurs. Preferably, this 
authentication comprises either a player providing a PIN or other identifier, such as a 

10 biometric (like a fingerprint as described above). 

If authentication is completed, then in a step S10C, the game server 70 preferably 
establishes a communication link with the financial server 68. The game server 70 
transmits the game results data provided by the personal gaming device 20. This 
information may vary, but may comprise information identifying the particular 

15 personal gaming device 20 or "game set," as well as the results of those games, such 
as a monetary balance representing win and loss information for each game and/or 
total win or loss information. 

In a step S10D, the financial server 68 retrieves the previously provided session data 
provided by the game server 70 when the game information was originally generated 
20 (see step S1H in FIGURE 5). 

In a step S10E, in one embodiment, the financial server 68 generates the results 
associated with the game data. This may comprise the financial server 68 determining 
the monetary win or loss associated with each game outcome, as well as the total win 
or loss for all games. 

25 In a step SI OF, the financial server compares the outcome data provided by the 

personal gaming device 20 to the outcome data which is based upon the game server 
70 generated game data. 

In a step S10G, if the data is not the same, then in a step SI OH the player is preferably 
advised of the discrepancy in the reconciliation. The player is then advised in a step 
30 SI 01 to seek assistance, such as by contacting a casino representative for further 

investigation of the issue. In a step S10J, the financial server 68 preferably stores the 
data used to perform the reconciliation for use by the representative in investigating 
the issue. 
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If the data reconciles instep S10G, then in a step SI OK it is preferably determined if 
the win for a particular game, or the total winnings for a group of games, exceeds a 
predetermined threshold. If so, the game results are preferably verified a second time. 
5 This step may also include additional audit procedures, such as confirming game 
wins. If this additional reconciliation is not successful, the player may be advised to 
contact a representative, as in step S10L 

If in step SI OK the win amount is under the threshold, then in step S10L the player is 
advised that reconciliation has occurred. In a step 10M, the player is preferably paid 
10 any winnings. Where the player has a game financial account, this may comprise the 
financial server 68 simply updating the player's account information. The player may 
also be paid winnings in other manners, such as by a ticket, by credit to their credit 
card account or the like. 

In a step SI ON, the financial server 68 preferably sends the win information to the 
15 personal gaming device 20 for viewing by a player. For example, the personal 

gaming device 20 may be caused to display a message such as "Congratulations, you 
won 1015 credits. Your account has been credited and you now have 1 873 total 
credits." 

Additional aspects of the invention will be described with reference to FIGURE 8. As 
described above, in one embodiment, a player essentially purchases the right to play 
one or more games, and data or information which defines or comprises the outcome 
of the games is generated for use in later game play. FIGURE 8 illustrates a system 
by which the user may purchase the games for play. As illustrated, the system 60 
may include one or more stations 80. The station 80 may comprise a dedicated 
station, such as kiosk, or may comprise a home computer. As illustrated, the station 
80 has the form of a desk-top computer having a processor 82, a monitor 84 and a 
keyboard 86. The station 80 may have a variety of other forms. The station 80 is 
preferably linked at one or more times with the game server 70, such as via the 
Internet or a dedication communication link. 

In one embodiment, the user may utilize the station 80 to purchase games for play. In 
one embodiment, the station 80 is configured to display menu or other information to 
the user in purchasing games or engaging in other activities, such as managing their 
account. 



-27- 



WO 2006/009791 



PCT/US2005/021350 



In one embodiment, when the player has successfully purchased games for play, the 
game server 70 may be configured to transmit game result information to the kiosk 
70. The game result information may then be directed to a smart card interface 90, 
5 where the data may be written to a smart card 92 of the player. Once the data is 

stored on the card 92, the player may remove it and then input it into a gaming device, 
such as a personal gaming device 20 as described above. Once input into a gaming 
device, the information may be read from the card 92 for use in presenting one or 
more games. 

In another embodiment, the station 80 may include a docking station 88. The 
personal gaming device 20 may be configured to interface with the docking station 
88, permitting information to be transmitted between the station 88 and the personal 
gaming device 20. In one embodiment, the game result information may be provided 
to the personal gaming device 80 via the docking station 88. In this embodiment, the 
user may obtain the personal gaming device 80 and then associate it with a docking 
station 88, or the personal gaming device 80 may already be associated with the 
docking station 88 and essentially ' 'check ed-out" from that location. 
It will be appreciated that in these embodiments, the exact sequence of steps for 
implementing a game may differ from those recited in FIGURES 4-7. 
In accordance with the invention, a player may be permitted to access a wide variety 
of goods or services using the personal gaming device 20 other than those particularly 
described above. For example, a player may be permitted to access a room charges 
account to view the current room charges associated with their stay at a hoteL A 
player may be permitted to request their car from a valet service, such as by entering a 
valet stub identification number. A player may be permitted to obtain a wide variety 
of other goods, services or information, or engage in a wide variety of other activities. 
The personal gaming device 20 of the present invention has numerous advantages. 
First, a player is permitted to use a personal gaming device 20 to participate in a game 
at other than a fixed location. The player may play a game at a location which is 
removed from the location of traditional fixed gaming devices. These locations may 
include the player's hotel room, a restaurant, a bar or lounge, a sports book, a 
hotel/casino pool area, and a wide variety of other areas remote from the fixed gaming 
devices. Of course, the player may also utilize the personal gaming device to 
participate in a game in the area of stationary gaming machines, and may even 



-28- 



WO 2006/009791 



PCT/US2005/021350 



participate in games played on both the personal gaming device and a stationary 
machine at the same time. 

Another advantage of the personal gaming device is that the device is easily 
5 transportable. The player may take the device with them as they travel from location 
to location, such as from a restaurant to the player's room. Thus, while the player is 
engaging in other activities, such as eating or moving from one location to another in 
a casino, the player's ability to play a game is not interrupted. 
Another advantage of the personal gaming device is that its configuration results in 

10 ease of use. The personal gaming device is preferably hand-held, and wireless and 

can thus easily be transported by a player. In addition, the personal gaming device 20 
is simplistic in design to make its use easily understandable by even inexperienced 
players. In general, necessary acts by a player may be prompted, such as with 
instructions displayed on the display or provided audibly through the speaker 36. 

15 The personal gaming device 20 is also versatile, and is not limited to presenting only a 
game for play by a player. As noted, a player or user of the personal gaming device 
20 may utilize the personal gaming device to access a wide variety of information and 
obtain a wide variety of services. The player may access the Internet, obtaining 
information therefrom (such as news and weather) and may obtain goods and services 

20 there through (such as by placing orders with vendors having websites). The player 
may make room, show or restaurant reservations and obtain hotel/casino information. 
One aspect of the invention is a method of presenting games via one or more portable 
devices in which the devices have resident game code for presenting a game, but 
which without additional game data will not allow the game to be played. Preferably, 

25 the additional game data comprise game result data, such as RNG and/or paytable 
information. This configuration has the advantage that substantially all of the game 
code can be stored on the portable device, thus reducing the download times 
associated with configuration the device for game play. At the same time, however, 
the portable device will not present games without first receiving the additional data. 

30 A related advantage of the game is the ability of the player to pay for a block of 

games at a single time. Instead of being force to confirm payment for each game to 
be played when it is played, such as by credit card authorization, the player pays for 
the "game results" for a block of games all at the same time. 
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As one aspect of the invention, the game results may be provided on a game card, 
such as a smart card. The player may then keep the game results and use them to play 
games on portable devices at various times and in various locations. For example, the 
5 player may purchase 100 games and the associated "results" may be stored on a 
player card. The result information may be read by a portable device for use in 
presenting games to a player. The player may then elect to play additional of the 
games at a later time, even using a different device. At that later time, the result 
information may again be read and used to present additional games. 

10 Another advantage of the invention is a configuration which ensures the portable 

device is being used in the proper location, and is not being stolen or tampered with. 
As described this comprises a system in which activation information is transmitted to 
the portable device, and where if the information is not received or confirmed, the 
portable device will not present games for play. This prevents, for example, a use 

15 from taking the portable device or attempting to use it in unauthorized locations. 

In another aspect of the present invention as shown in FIGURES 10 and 1 1, a mobile 
gaming system, generally designated 1 16, is provided for selective display of one or 
more pre-purchased games of chance. The mobile gaming system 116 includes a 
remote gaming device 20 (such as that represented in FIGURE 1) and a 

20 communication interface 118 (FIGURE 1 1) adapted to communicate between a 

central gaming system 120 and the gaming device to selectively receive pre-viewed 
gaming data representing the play and outcome of the one or more pre-purchased 
games of chance, generated by the central gaming system at a first time. The remote 
gaming device 20 further includes a housing 22 supporting a display screen 34, and 

25 one or more input mechanisms 46. A gaming device microprocessor device 52 is 
included which is configured to: 1) commence play or processing of the pre-viewed 
gaming data; and 2) selectively displaying on the display screen 34 the play and 
outcome of the one or more game of chance at a time-shifted second time, after the 
first time. 

30 Accordingly, in this aspect of the present invention, one or more games of chance are 
pre-purchased and pre-executed on the central gaming system 120 (e.g., a backend 
server), at a first time, the play and outcome of which can subsequently played and 
viewed on the remote gaming device 20 at a second time, after the first time. The pre- 
purchased games of chance, thus, are fully executed in a secure gaming environment 
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or system (e.g., the central gaming system 120), and then transferred, in the form of 
pre- viewed gaming data, to the remote gaming device for a complete replay execution 
of the play and outcome of the games of chance at the player's leisure on their remote 
5 gaming device. In essence, the play and outcome of the pre-purchased games of 
chance are "known" and ratified at the server side prior to play and viewing on the 
gaming device. Once the pre-viewed gaming data is transferred to the remote gaming 
device 120, the gaming device is simply applied to view the play and outcomes of the 
games of chance. Hence, in the most basic level, a video clip (or clips) of the gaming 

10 play and outcome is transferred or downloaded to the mobile gaming device from the 
server for time-shifted replay thereof at the second time. The gaming device is 
essentially relegated to a viewing mechanism that eliminates any player input, other 
than perhaps just pressing a button to enable one to view what happens in the next 
'frame sequence' of the video clip. For Example, a plurality of gaming video clips 

15 may be pre-generated at the server/backend, at the first time. When a patron 

purchases one or more pre-generated games for viewing at the later second time, this 
data may be allocated (say randomly) to the gaming device in no set order, sequence, 
etc. The mobile gaming device merely plays the video clips, which relate to an event 
that had already occurred in a secure environment, at the first time. To the player, 

20 however, this aspect is unknown and likely of little interest. 

This approach significantly reduces the prospect of tampering since the sequential 
"play" and "outcome", merely in the form of a video clip or session file, are well 
defined and logged by the server for payout and/or dispute resolution. The security 
issues, thus, are addressed from the server side. Accordingly, if be of little benefit for 

25 a hacker to "look-ahead" to determine which games may favorable since they are 
unable to "pick" and "choose" a winning video game. 

In another aspect of the present invention, nonetheless, the post-viewed gaming data, 
representing the viewed play and outcomes of the one or more games of chance on the 
remote gaming device 20, is synced-up or reconciled with the pre-viewed gaming data 
30 stored on the central gaming system for authentication of the game results transferred 
from the gaming device. As will be apparent, such data authentication is desirable to 
significantly reduce the risk of data tampering to an even higher degree. 
This form of remote gaming is extremely advantageous in that the viewing of the play 
and outcomes of the games of chance can be performed offline. Briefly, the offline 
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component of play is performed when the remote gaming device 20 is not connected 
to the backend gaming system during game execution by the player of the mobile 
gaming device, while an online component of play is performed when pre-purchasing 
5 the games of chance, redeeming points, cashing and/or synchronizing with the 

backend gaming system for play reconciliation, etc. In this manner, all transactions 
would be performed within a legal casino jurisdiction. 

Moreover, the present invention offers a standalone mobile gaming methodology and 
practice for full-offline game play (i.e., viewing of the play and outcome) without the 

10 need for connection through the internet, or any other network connection, or 

requirement that the player be physically present at the casino establishment during 
viewing of the play and outcome on the mobile gaming device. Accordingly, gaming 
on the mobile gaming device can be performed virtually anywhere, even though any 
type of network connection, such as cellular telephone network coverage, is 

15 unavailable. 

Referring back to FIGURE 10, this mobile gaming aspect of the present invention will 
now be described in greater detail. In accordance with the present invention, the 
entire mobile gaming system 116 includes a central gaming system 120 and one or 
more remote gaming devices 20. The central gaming system 120 typically includes a 

20 master gaming server 70 and a plurality of standalone gaming terminals (not shown) 
interconnected through a network system or the like. Briefly, while the central 
gaming system may comprise a large single server device, it is more preferably 
provided by a plurality of interconnect servers that cooperate to form the central 
gaming system. As set forth above in FIGURE 3, for example, these may include the 

25 master gaming server 70, the financial server 68, the reservation server 72, an 

accounting server, etc. An accounting server, for instance, would be employed to 
ratify the various credit in/credit out transactions; validate credit card transactions and 
perform inter-credit facilitation transfers. The server may also allow credit transfer 
from a gaming device to a traditional device via system negotiation (master server to 

30 financial). 

As set forth above in reference to FIGURE 1, the remote gaming devices 20 include a 
housing 22, a display screen 34, one or more input devices 46, a microprocessor 
device 52, and internal memory 52 to execute gaming, i.e., viewing the play and 
outcome of the games of chance on the mobile gaming device. It will further be 
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appreciated that while the remote gaming device is preferably a personal, mobile or 
portable gaming device, in this aspect of the present invention, it may also be a 
desktop computer, or a remote fixed or standalone gaming device as well. Preferably, 
5 however, the personal or mobile gaming devices include virtually any electronic 

communication unit such as a PDA, a cellular telephone, laptop computer, a dedicated 
mobile gaming device, etc. 

While two-way communication between the central gaming system 120 and the 
mobile gaming devices 20, via communication interface 118, may be provided using 

10 the variety of I/O Device techniques already described herein (i.e., wireless interface, 
RS-232 port 38, USB port 40, etc.), the communication interface 118 (FIGURE 1 1) is 
preferably freely removable from the mobile gaming device 20. In this aspect of the 
present invention, the communication interface may be provided by an intermediary, 
removable communication interface 118 capable receiving and transferring the 

15 pertinent pre- viewed game data necessary to perform standalone, off-line gaming 

between the central gaming system 120 and the mobile gaming devices 20 (FIGURE 
10). 

The removable communication interface 118 can, in other words, interface with the 
central gaming system 120 through a system card reader device 121 located at any 

20 dedicated standalone card reader, player terminal or kiosk 1 19. Similarly, the 

removable communication interface 118 can interface with any mobile gaming device 
20 through a like card reader device 50 thereof. By way of example, through the 
system card reader 121, the pre- viewed gaming data representing the play and 
outcome of the pre-purchased games of chance is downloaded to the removable 

25 communication interface 1 18 for storage on the memory unit thereof. The removable 
communication interface 118 may then be removed and inserted into the card reader 
50 of the mobile gaming device 20, the gaming data of which can be extracted and 
processed at a selected second time for leisure viewing of the play and outcome of the 
pre-purchased game of chance. In one specific configuration, at the users leisure, the 

30 present invention enables time-shifted viewing of the play and outcome of the games 
of chance that were fully executed on the game server at an earlier first time. 
The present invention, therefore, offers a standalone mobile gaming methodology and 
practice for full off-line game play execution without the need for a live connection 
through the internet or any other network connection. The player, in fact need not be 
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physically present at the casino establishment during viewing of the play and outcome 
on the mobile gaming device. Gaming can thus be performed virtually anywhere, 
even though any type of network connection, such as cellular telephone network 
5 coverage, is unavailable. 

The removable communication interface, hence, can in the most basic level be 
provided by a high capacity, portable memory unit capable of transferring the pre- 
viewed gaming data from the central gaming system 120 to the mobile gaming device 
20 to effect time-shifted play and outcome, at the second time, and to transfer the 
10 post- viewed gaming data from the mobile gaming device back to the central gaming 
system for data reconciliation thereof. Such conventional memory units include, but 
are not limited to, compactflash modules, flash drives, memory sticks, smartcards, 
microdrives, etc. 

More preferably, however, it is desirable to provide an intermediary, removable, 
15 communication interface 118 capable of increased functionality such as encrypting 
and decrypting usable data to reduce the risk of data tampering; performing player 
identity functions for player protection; and GPS location functionality to enable or 
not enable gaming operation in gaming legal jurisdictions. By way of example, as 
shown in FIGURE 1 1, the communication interface 1 18 is preferably provided by a 
20 JAVA® based smartcard, E-key dongle, and other microcontroller systems, which 
incorporates a processor device and internal battery to enable the performance of the 
above-indicated functionality. 

A conventional smartcard is a credit-card sized plastic card with an embedded 
computer chip 122. The chip 122 can be either a microprocessor with internal 
25 memory or a memory chip with non-programmable logic. The chip connection is 
either via direct physical contact or remotely via a contact less electromagnetic 
interface. 

The chips typically applied in smartcards are microprocessor chips and memory chips. 
Memory chips are the less expensive of the two, but provide a corresponding decrease 
30 in data management security. They depend on the security of the card reader for their 
processing and are ideal when security requirements permit use of cards with low to 
medium security. 

A microprocessor chip, on the other hand, can add, delete and otherwise manipulate 
information in its memory. Since the encryption and decryption of data is preferred to 
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increase the security function of the smartcards, this chip is preferable. Their ability 
to download not just data but also applications is quickly advancing. JavaCard 
smartcards, by way of example, are based on Java technology from Sun 
5 Microsystems. Java is an object-oriented, platform-independent, multithreaded, 
programming environment. Java is the foundation for smart Web and networked 
services and allows for secure enterprise extension through platform independence. 
Different systems can talk to each other - from Java-based smartcards to 
supercomputers - regardless of the underlying hardware or system software. 

10 In accordance with the present invention, the removable communication interface 118 
preferably includes one or more security features to promote player authentication and 
proper locational based operation of the mobile gaming device. For example, the 
player may be required to enter a personal identification number before use of the 
interface can commence. In another embodiment, a player identification device 123 

15 may be incorporated into the smartcard in the form of a biometric sensor capable of 
identifying the player. More particularly, the biometric sensor 123 may be a 
fingerprint sensor, a microphone, or the like. 

In addition, the removable communication interface 118 may include a small GPS 
(Global Positioning System) sensor 124 to verify location of the device. Position 

20 verification may be used to insure the mobile gaming device 20 is being operated only 
in legal gaming jurisdictions, and to track lost or stolen devices. When the removable 
communication interface detects that the mobile gaming device is in a restricted area, 
or illegal gaming jurisdiction, the program logic may not permit data transfer or game 
execution to and from the removable communication interface. 

25 GPS, which stands for Global Positioning System, is the one of the more accurate 
systems today capable of identifying the exact position of a GPS sensor on the Earth 
anytime, in any weather, anywhere. Briefly, using such a sensor, the location of the 
removable communication interface can be determine within a matter of meters. 
Other positioning technology includes triangulation techniques. 

30 In another specific embodiment, the mobile gaming device can include a second or 
secondary communication interface, such as wireless communication interface 44 
(FIGURE 2), that enables communication with the central gaming system. This may 
include any wireless communication protocol such as IEEE 802. lx, Bluetooth, IrDA, 
TDMA, CDMA, G^SM and HomeRF. The secondary communication interface may 
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also be provided by any conventional hard wired I/O Device connection or port such 
as a USB port 40, RS-232 port 38 or a general I/O port. 

As will be described in greater detail below, the secondary communication interface 
can be utilized to download larger software applications to the personal gaming 
device, such as firmware updates, advertising, video updates and control codes 
relating to the game presentation and game logic for viewing of the selected games of 
chance. On the other hand, all pre-viewed gaming data, affecting the play and 
outcome of the one or more games of chance on the mobile gaming device, and all 
post-viewed gaming data, for data reconciliation with the central gaming system, are 
preferably transferred through the intermediary, removable communication interface. 
It will be appreciated, however, that both communication interfaces can be applied if 
necessary. 

Referring now to FIGURES 12A-12D, the general operation and application of this 
aspect of the present invention will be described. The gaming execution of this aspect 
of the present invention is considered passive in nature since the entire play session is 
generated by gaming server 70, at the first time, in the form of pre-viewed gaming 
data representing the play and outcome of the pre-purchased games of chance, and 
then downloaded to the mobile gaming device for viewing of the play and outcome at 
the later second time. The gaming data may in the form of a preset format such as a 
video clip or a game-presentation logic file such as an mpeg file. In the most basic 
form, video data relating to the gaming play and results are transferred or downloaded 
to the mobile gaming device from the server for time-shifted replay thereof at the 
second time. Consequently, this passive execution embodiment is substantially more 
secure in that there is significantly less potential for data tampering. 
As best illustrated in FIGURES 10 and 12 A, the operation commences at 140, where 
a player purchases, rents, leases, etc. a mobile gaming device 20, at 142, for use in 
connection with the mobile gaming system 116. Once the player opts to pre-purchase 
one or more games of chance at 144 for viewing on the mobile gaming device, the 
player may insert their issued removable communication interface 118 (e.g., 
smartcard) into a system card reader 121. Such card readers 121 are preferably in 
direct communication with the central gaming system 120, and may be located at the 
networked gaming terminals, or at standalone devices such as a kiosk 1 19 or the like. 
Briefly, in other specific embodiments, as mentioned, the gaming device 20 may also 
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be connected to the gaming system by hard wiring directly to a player terminal or 
standalone kiosk, through any of the aforementioned wireless protocols (e.g., the 
secondary communication interface 44). 
5 Upon insertion of the removable communication interface 118 into the system card 
reader 121, an initial login menu displays on a nearby display screen (not shown) of 
the player terminal or kiosk, prompting the player to input their selection commands. 
By way of example, the login menu may prompt the player to first enter a pin code, or 
other biometric identity information as discussed. Once these security measures have 

10 been satisfied, the player may elect to purchase on more games of chance by inputting 
the proper prompted information. As will be described in greater detail below, such 
pre-purchase game parameters may include selecting the number of games of chance 
desired for pre-purchase, and the type of video game, such as slot games, poker, 
pachinko, multiple hand poker games, pai-gow poker, blackjack, keno, bingo, 

15 roulette, craps and card games. Other selectable pre-purchase parameters from the 

display menu at 144 may include total amount bet (e.g., total dollar amount of number 
of credits) or the currency denomination bet per game (e.g., $0.25 or number of credit 
bet per game). At a minimum, at 144, the player must select the game-type, and the 
number of games desired to be pre-purchased and/or the total amount desired to 

20 wager. This game pre-purchase procedure will be described in greater detail below in 
reference to the flow diagram of FIGURE 12B. 

Upon selection of the type of game, the number of games to be played, the 
denomination bet, etc., the play of each game is executed by the central server 70 to 
generate the pre-viewed gaming data. This data, in the form of an entire data session 
25 or video data, represents the entire game presentation, game play and game outcome 
of the pre-purchased games to be viewed in a time-shifted manner at a later second 
time. 

For record keeping and reconciliation purposes to be conducted at a later time, the 
pre-viewed gaming data and all purchasing data is recorded on the gaming server 70 
30 records, at 146. Included in the recordation of purchasing data by the central gaming 
system are: the game selection (e.g., game theme for Little Green Men); the game 
purchase time data (e.g., Purchased on 9/20/04. Gaming data expiration date (e.g., 3 
months from date of purchase (not to be confused with the "first time" which 
corresponds to the time that the outcome of the last game of chance in this set of pre- 
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purchased games is generated)): the selected game paytable data (e.g., IGT # 1234 
(paytable serial number, pre-approved by the Gaming Control Board for Little Green 
Men, 97% payback, 25-cent denomination, etc.)); the Accounting data (i.e., the total 
5 amount bet (e.g., $100 fee paid), and the Game denomination (e.g., $0.25). Also 
included in this recordation purchase, may be optional data such as the Player 
Identification data (e.g., John Smith, player ID # 3456P, and Jurisdictional Control as 
required). 

Upon completion of the purchasing data recordation, at 146, the pre- viewed gaming 
10 data is downloaded to the remote gaming device 20, at 148. As above-mentioned, the 
pre-viewed gaming data represents the game presentation of the play and outcome of 
the pre-purchased games of chance. Hence, this downloaded data may be in the form 
of a video clip of the same or a session file dictating the game presentation and logic 
gaming data that graphically depicts the play and outcome of the pre-purchased games 
15 of chance. 

Such information would be necessary to incorporate on the mobile gaming device 20 
in order to execute play, and generated and display the outcome and presentation on 
the mobile gaming device. Thus, the game presentation data and the game logic data 
corresponding to the selected game theme need not be transferred to the mobile 

20 gaming device 20 to effect viewing of the game play and outcome on the display 
since the gaming data transferred is merely in the form of a video clip, for instance. 
The amount of downloaded data, therefore, can be significantly reduced. More 
importantly, data tampering can be significantly curtailed since the downloaded data 
is essentially "video" data of the play and outcome, as opposed to "raw" data. 

25 Accordingly, there is little benefit a player altering the data. 

Referring back to FIGURE 12 A, at 150, the removable communication interface 118 
is inserted into the mobile gaming device 20 for transfer of the pre-viewed gaming 
data thereto from the gaming server. As mentioned, each mobile gaming device 20 
includes a card reader 50 suitable for acceptance of the removable communication 

30 interface 1 1 8, whether it is in the form of a smartcard, an E-key dongle, Flash 
memory device, or direct download from a venue based machine. 
As will be described in greater detail below, at 152 of FIGURE 12 A, an optional 
verification event can be required in one specific embodiment. Such use verification 
provides an additional measure of security requiring the input of player identity 
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information and/or player location information to permit operational play on the 
mobile gaming device. 

The player can then commence off-line operation of the mobile gaming device 20 for 
5 viewing of the pre-viewed gaming data, at virtually any venue, barring jurisdictional 
issues, and at any time. Through the player operation of the one or more input 
mechanisms 46 of the mobile gaming device 20, viewing of the play and outcome of 
one or more pre-purchased games of chance can commence. As mentioned, such 
execution and viewing of the play and outcome "video clip" of the games of chance 
0 shown on the display device of the mobile gaming device, the last of which is 
generated at the second time, after the first time. Accordingly, a time-shifted 
execution and viewing of the pre-purchased games can be performed virtually any 
place. At this time, the pre-viewed gaming data becomes post- viewed gaming data, a 
term of art in this instance for data reconciliation for essentially the same gaming 
data, unless altered. In other embodiments, after such viewing, the gaming data may 
be "flagged" as being viewed 

Referring back to FIGURE 12 A, after viewing of the play and outcome of each game, 
at 154, the mobile gaming device 20 determines whether viewing has been entirely 
completed, at 156. If any viewing of the pre-viewed gaming data still remains, then 
play may continued until all the remaining games have been exhausted on the mobile 
gaming device 20. If no game play remains, then the gaming device microprocessor 
device 52 is directed to store the post-viewed gaming data, at 158, back onto the 
removable communication interface 118 

As mentioned above, to redeem their account and "settle-up" with the casino 
operation, especially in the event of a winning game session, the player or user must 
communicate the post-viewed gaming data back to the accounting server 68 of the 
central gaming system 120. This is performed by removing the removable 
communication interface 118 from the mobile gaming device card reader 50 and 
inserting it into one of the system card readers 121 capable of communicating with the 
accounting server 68 of the central gaming system 120. These card readers 121, for 
instance, may be located at the gaming terminals, or at designated kiosks. Briefly, 
other reconciliation techniques may include ratification by phone code, so generated 
by the PGD, internet access with a secret key (generated by the PGD) and/or voice ID 
over a phone system. 
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In accordance with the present invention, therefore, the post-viewed gaming data must 
be reconciled with the pre-viewed gaming data generated by and stored with the 
central gaming system 120, at 160. In this manner, the data can be authenticated to 
significantly minimize and/or deter the possibility of data tampering. Briefly, once 
the post-viewed gaming data is downloaded from the player's removable 
communication interface 118, via the system card reader 121, the accounting server 
68 recalls the associated pre-viewed gaming data initially downloaded from the 
gaming server 70 to the player's removable communication interface 118. 
Subsequently, after the system generated pre-viewed gaming data game play and 
outcome (i.e., the game results) are compared with the post-viewed gaming data 
transferred from the mobile gaming device 20 for data reconciliation thereof, the 
procedure ends at 162. Such data reconciliation, however, will be described in greater 
detail in reference to FIGURE 12D. 

Attention is now directed to FIGURE 12B, where the pre-purchase (144) of the one or 
more games of chance is discussed in greater detail for the passive mobile gaming 
method of FIGURE 12A. As above-mentioned, the player may access the gaming 
server 70 of the central gaming system 120 at any kiosk, gaming terminal, etc., having 
a system card reader 121 and display screen coupled to the central gaming system 
120. After commencement of the games pre-purchase at 164, a user friendly menu is 
displayed on the display screen, similar to that illustrated at 166. In this menu 
example, to pre-purchase one or more games of chance, the player would select "B", 
at 168. 

At 170, the player is prompted to insert their player's removable communication 
interface 1 18 in the designated card reader 121 (e.g., at the kiosk) to establish 
communication with the gaming server 70. Briefly, at this stage, an optional identity 
verification procedure may be performed, similar to that at 152 of FIGURE 12 A. 
This event will be described in greater detail below. 

Referring back to FIGURE 12B, on the display screen of the player terminal or kiosk, 
the gaming server 70 may prompt the player to input the total wager amount desired 
by the player to wager. For example, the player may decide to wager a total of 
$100.00. In one specific embodiment, a maximum total amount wager limit may be 
applied for control wager control purposes such as those instituted by the Gaming 
Control Board, as well as for the self protection of the gaming player. These 
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maximum wager limitations may be customized to the particular player based upon 
their past gaming activity, credit history, etc., similar to player tracking techniques. 
Besides the input of the total wager bet, at 170, the player must typically select other 
5 certain parameters. For instance, the gaming server 70 may prompt the player to 

further input the currency denomination (e.g., $0.25), the number of games desired for 
pre-purchase and/or further input as may be required. Generally, given three (3) 
parameters selections, the fourth (4) can be derived. By way of example, if a fixed 
bet only configuration be selected or offered, the player may be prompted to selected 

10 the desired fixed denomination to bet, and the number of games for pre-purchase 
during the pre-purchase event of the present invention. Since the denomination bet 
per game will be fixed, the total wager amount will of course be the product of the 
fixed denomination bet and the number of games to be played. Alternatively, in these 
fixed bet configurations, during this pre-purchase event, the player may input the total 

1 5 wager amount and either the total number of games they elect to pre-purchase, thus 
determining the fixed bet amount, or the fixed bet amount, in which the total allowed 
games to play will be determined. 

Subsequently, at 172 of FIGURE 12B, the display screen of the kiosk or gaming 
terminal prompts the player to make payment for their total wager amount. Using 

20 conventional techniques, payment may be performed through cash insertion through a 
bill validator or coin acceptor, ATM, or credit card information input or swiping the 
card at a card reader located on the gaming machine or kiosk. Moreover, should the 
player have a player tracking account or account with the gaming establishment, they 
may simply withdraw the appropriate funds from the previously established account. 

25 Once the payment has been made, at 172, the player may be prompted to select type 
of game of chance desired for game pre-purchase and play. For instance, at 174, the 
player may select slot games, poker, pachinko, multiple hand poker games, pai-gow 
poker, blackjack, keno, bingo, roulette, craps and card game. 

In more complex applications, however, more than one type of game may be selected 
30 for game pre-purchase. In these multi-game pre-purchase selections, whether 
applying fixed or variable betting, the parameter selections become even more 
complex in that player may divide their total wager bet per selected game, and then be 
prompted input the above-mentioned selection parameters. A menu, at 174, may 
prompt the player to select one or more of the available games. The player may select 
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(via the touchscreen or via buttons) more than one game type, and the total wager 
amount they desire to bet per selected game type. For example, the player may desire 
a total wager of thirty dollars ($30) for Little Green Men; fifty dollars ($50) for Red 
5 White & Blue; and twenty dollars($20) for Triple Play Poker. 

In this multi-game selection embodiment, the menu selection order may not follow 
that shown in FIGURE 12B. It will be appreciated, however, that while display and 
description of the methodology throughout the specification is in one particular order, 
this need not be the case. For example, as just mentioned, the game selections may be 
10 made before the wager amounts, etc., without departing from the true spirit and nature 
of the present invention. 

Moreover, although the player may have input their total wager amount at 170, they 
are not required to bet their total wager amount input. In this situation, the player may 
have a credit meter or the like for their remaining total wager amount. For example, 
15 beginning with a hundred dollar ($100) total wager input at 170, if the player elected 
to play twenty (20) games, two (2) lines per game, and one dollar ($1.00) 
denomination bet for a total of forty dollars($40.00), they would have a surplus of 
sixty dollars ($60) that would be credited to their account. 

Referring now to 176 and 178 of FIGURE 12B, the player may be required to input 
20 their player identity to authenticate and verify proper use of the removable 

communication interface 118 during the game pre-purchase procedure. In this 
configuration, the identification sensor or device may be located at the kiosk or 
terminal, or on the removable communication interface. In other configurations, such 
player identity procedure may be performed at many other instances of the pre- 
25 purchase procedure. Regardless, this optional authentication and verification of the 
player, prior to completion of the game pre-purchase procedure, can be performed for 
security purposes. A more detailed description will follow in the Verification and 
Game Play procedure of FIGURE 12C, since such system, features and procedures 
are similar. 

30 Once all the required identification and security parameters have been satisfied, at 178 
of FIGURE 12B, the gaming server 70 immediately generates the play and outcomes 
for the one or more games of chance using Randomly Generated Numbers (RNG) 
generated by the gaming server and the game logic and presentation, etc. for the 
selected games. Preferably the entire session or video clip contained in the pre- 
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viewed gaming data is generated and stored on the gaming server, prior to 
downloading onto the gaming device. 

In other specific embodiments, packages of pre-generated games, in pre-viewed 
5 gaming data form, of any predetermined number (e.g., 10, 50, 100, etc.) may be 

available. Depending upon the number of games desired and/or package selected by 
the player, the server may randomly select one of perhaps 10,000 available packages 
of pre-generated games of one-hundred game. Hence, this selected package would 
contain pre-viewed gaming data of the play and outcome (video clips) of one-hundred 

10 games executed sequentially by the gaming server. Thus, in this embodiment, the 
generation of the pre-viewed gaming data is not just-in-time of the game purchase. 
Such pre-generated packages may be available for download, even in situations where 
the player actually purchases less than then maximum number of games available in 
the package. For example, a package of fifty pre-generated games may be purchased, 

15 although the player only pre-purchases thirty games. In this instance, data tampering 
would be substantially curtailed since the purchased games would constitute the pre- 
viewed gaming data of the sequence of the first thirty games. Again, even if a hacker 
could "look ahead", they could not successfully change the sequence of the "video 
clip". 

20 The generated pre-viewed gaming data is then downloaded to the gaming device at 
180. Other optional data accessed that may be down loaded onto the gaming device, 
at 180, together with the pre-viewed gaming data include the biometric identification 
information, GPS location verification data, as well as any other pertinent player 
tracking information including advertising data. 

25 Along with this pre-viewed gaming data presently generated or pre-generated, the 
corresponding paytable serial number for the one or more selected games, pre- 
approved by the Gaming Control Board, the percentage payback and the 
denominations accepted for betting, the game session accounting data can be 
calculated, as well.. At 182, the gaming server 70 sends the pre-viewed gaming data, 

30 and all other pertinent gaming data to the accounting server 68. At the end of the pre- 
purchase of games, at 184, the system returns to 146 of FIGURE 12 A, where the 
relevant data is stored on the accounting server for subsequent data reconciliation 
thereof. 
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Referring back to 152 in FIGURE 12A and FIGURE 12C, the optional identity and 
location verification procedure can commence before play of the mobile gaming 
device 20. This player identity and location verification procedure is similar to that of 
5 game pre-purchase event 176 of FIGURE 12B performed at the gaming terminal or 
kiosk during game pre-purchase. For example, as mentioned and as shown in 
FIGURE 1 1, the removable communication interface 1 18 ( in the form of a smartcard) 
optionally includes a biometric identification sensor 123, such as fingerprint 
recognition sensor, and/or a GPS sensor 124 or positioning device using last known 

10 positioning or triangulation. 

A person's unique fingerprint offers a reliable and inexpensive means of 
authenticating an individual's identity. This is far more secure than personal 
identification numbers (PINs) or passwords which are subject to being compromised 
or forgotten. By linking the player directly to the transaction process through their 

15 fingerprint, proof is given that the authorized player is indeed present - not just 

someone who happens to know a short string of numbers or letter. This capability has 
been engineered by companies such as biometric Associates 
www.biometricassociates.com in Timonium, Maryland and fingerprint Cards AB 
www . fin gerp rint . s e in Stockholm, Sweden into a complete, embeddable fingerprint 

20 identification system that can be inserted into a variety of access devices requiring 
player authentication. Their product performs all sensor, processor and decision- 
making functions within the module, greatly simplifying the incorporation of 
biometric recognition into small, mass-produced products such as smartcards and 
RFID tokens. 

25 Briefly, in one example, one or more fingers of the player must first be registered so 
that the fingerprint sensor 123 on the removable communication interface 1 18 can 
recognize the fingerprint pattern. This is accomplished in conjunction with an 
external enrollment station that activates and controls the process. As the player 
places their fingertip on the fingerprint sensor 123, it detects and captures the small 

30 variations in finger surface-capacitance and creates a three-dimensional electrical 
image of the fingerprint's unique papillary pattern. These signals are verified and 
then programmed under the control of the enrollment station into protected memory 
on the communication interface 118. Such information may also be downloaded to 
the communication interface as part of the pre-viewed gaming data during the game 
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pre-purchase procedure. Upon completion of the enrollment process and/or download 
of the pre-viewed gaming data, the module is "locked" and subsequent placement of 
any finger on the sensor triggers the verification process. This involves comparing 
5 the previously stored "registered" template with fingerprint image using a special 
programmed algorithm. 

While the described biometric sensor device is incorporated into the removable 
communication interface, stand-alone fingerprint sensors available that can plug into 
PC's or laptop computers to provide fingerprint images. A greater description of a 

10 finger print reader as an identification device is also provided in co-owned U.S. Patent 
No. 6,488,585, issued December 3, 2002, by Wells, et al., entitled "Gaming Device 
Identification method and Apparatus," which is incorporated herein in its entirety and 
for all purposes. Other types of verification methods such as a PIN number or a 
password may be used separately or in combination with biometric identification 

1 5 methods. Other biometric identification methods that may be used with the present 
invention include but are not limited to feature identification using a camera, retinal 
pattern identification using a retinal scanner, voice pattern identification input using a 
microphone and hand-writing recognition using a hand writing input pad. 
Accordingly, after the start of this verification procedure at 181 of FIGURE 12C, the 

20 player may be required to first place their designated finger atop the finger print 
sensor 123 for capture of the fingerprint data at 188. As mentioned, the capacitive 
array sensor chip detects and captures small variations in finger surface capacitance 
and creates a three-dimensional electrical image of the fingerprint's unique pattern. 
Using the communication interface microprocessor, this three-dimensional image is 

25 then compared to that three-dimensional electrical image registered during the 

enrollment procedure, at 190. In the case of a fingerprint enabled smartcard, if the 
data does not match at 192, the player is locked out of use of the communication 
interface at 194. If the data results do match, at 192, the person holding the card (not 
just someone who happens to know the PIN) is verified as it's authorized player. 

30 In addition, the mobile gaming device and/or the removable communication interface 
1 18, as mentioned, may have a small GPS (Global Positioning System) device or 
sensor 124 to verify location of the device. Position verification may be used to 
insure the mobile gaming device is used only in legal gaming areas of the casino and 
to track lost or stolen devices. When the gaming terminal or kiosk detects that the 
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mobile gaming device is in a restricted area, it may discontinue communications with 
the mobile gaming device. Accordingly, at 196, the GPS data calculated at the 
present position of use of the communication interface 118 can be compared to those 
5 jurisdictions were gaming is legal. Such information can also be downloaded onto the 
communication interface as part of the pre-viewed gaming data during the game pre- 
purchase procedure. 

In the case of a GPS enabled smartcard, if the current position GPS data does not 
match at 198 with the legal jurisdiction GPS data, the player is locked out of use of 
the communication interface at 200. If the current position GPS data results do 
match, at 198, with the legal jurisdiction GPS data, potential use can commence. That 
is, once the fingerprint of the authorized player has been verified, and the legal 
gaming jurisdiction has been verified, the "smart chip" component on the card is 
automatically activated to proceed and establish protected communications with the 
host system, at 202. 

For additional security, the mobile gaming device may have an encrypted serial 
number (code), which is used to verify and authenticate the mobile gaming device. 
An electronic key may be used with the device. With an electronic key system, the 
mobile gaming device can not be activated until the key is inserted into a receptacle 
on the gaming device. Moreover, in some instances, a player may not want their 
identity revealed for privacy protection. For those players desiring such anonymity, 
the player may be identified as a unique ID (e.g., player s/n 12345). This unique ID 
can be selected by the player, generated randomly by the central gaming system, or 
assigned as per the device. The player is then known to the secure financial server. 
Many other forms of security may be applied as well. Those skilled in the art may 
implement other conventional security techniques known in the field to secure data 
without departing from the true spirit and nature of the present invention. 
The game play on the mobile gaming device 20 will now be described in greater 
detail. As mentioned, once the player has satisfied all identity and jurisdictional 
verifications required by the removable communication interface 118, the player may 
commence play at 202 of FIGURE 12C which corresponds to 154 of FIGURE 12 A. 
In accordance with the present invention, as indicated, the mobile gaming device 20 
may optionally offer fixed betting and/or variable betting schemes. Either betting 
scheme, however, would have to be selected at the game pre-purchase, since the only 
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interaction of the player, during viewing of the pre-viewed gaming data on the mobile 
gaming device is starting and stopping the viewing session. Hence, the betting 
schemes cannot be altered during viewing of the gaming data since, as mentioned, this 
5 is essentially a time-shifted event that has already been consummated. 

Accordingly, to commence viewing of the play and outcome of the pre-viewed 
gaming data, at the second time, the player merely executes the "PLAY" input 
mechanism 46, either for each game or just once. Since the player is merely viewing 
a video clip, such as an mpeg file, of the play and outcome, the only player interaction 
0 may be to start and stop the viewing of the pre-viewed gaming data. For example, to 
simulate a slot game experience, one of the input buttons can represent the slot handle 
or spin buttons to commence spinning of the slot reels for each game. Once the reels 
stop and the game is over, the player may be required to activate the "play" button to 
commence viewing of the video clip. Other potential games requiring no player 
interaction that are suitable for viewing of the play and outcome in this manner 
included, but are not limited to, pachinko, keno, bingo, and roulette. 
Incidentally, during the generation of the pre-viewed gaming data, the gaming server 
can graphically insert an accounting meter of the player's account into the video clip 
for display, in the same manner as the presentation of the play and outcome of the 
game. Again, this secure technique only transfers "video" data as opposed to "raw" 
data, and thus, significantly deters data tampering. 

As indicated above, once the pre-viewed gaming data is actually viewed by the player 
at the second time, the gaming data will be flagged as being viewed by the player. 
Subsequently, this post-viewed gaming data is then stored on the removable 
communication interface 118, at 158 of FIGURE 12A, for data reconciliation. 
Turning now to the Data Reconciliation procedure of FIGURE 12D, which 
commences at 206, the player initially inserts their removable communication 
interface 118 into the system card reader 121. As previously indicated in the game 
pre-purchase procedure and/or the game play procedure, the player may be required to 
input player identification data, at 152, such as a PIN number or other biometric 
information. After the identification and verification procedure are satisfied, 
communication is established between the kiosk or game terminal where the 
removable communication interface 1 18 is located. 
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At 208, the list of menu options, similar to 166 of FIGURE 12B, is displayed on the 
display screen adjacent or near the system card reader 121. In this example, to 
reconcile their account, the player selects "A", in which the accounting server 68 
5 begins upload of the post-viewed gaming data contained on the removable 

communication interface 1 18, at 210. As mentioned, this post-viewed gaming data 
should be the identical data, albeit flagged, as that of the pre- viewed gaming data. 
Applying conventional data identification techniques, the accounting server 68, at 
212, retrieves the corresponding pre-viewed gaming data that was originally 

10 downloaded to the removable communication interface during the game pre-purchase 
procedure at 180 of FIGURE 12B. At 214, the post- viewed gaming data is uploaded 
and retrieved for reconciliation at 218. A comparator of the accounting server 68 then 
compares the previewed gaming data to the post-viewed gaming data for data 
discrepancies. Should a data discrepancy be detected, at 220, the accounting server 

15 68 informs the player of the discrepancy during this reconciliation procedure, at 222. 
For example, an audible alarm may sound and/or inform the player on the kiosk of 
terminal display screen. The player may also be advised to contact a casino 
representative to determine the origin of the data discrepancy, at 224. For further 
security reasons, a snapshot of the mobile game device card data and game program 

20 may ensue, at 226 (please expand upon this). 

If the comparator determines that the pre-viewed gaming data and the post- viewed 
gaming data are identical, at 220, the accounting server 68 determines whether the 
number of wins are equal to or less than the pre-established maximum theoretical 
number of wins, at 230. If this query, at 230, is positive, the accounting server 68 is 

25 placed in a higher security verification mode since an error has occurred and since a 
secure transaction is about to commence, i.e. updating play related/win information, at 
234. 

Should it be determined, at 230, that this is not the situation, the accounting server 68, 
at 232, informs the player of the successful data reconciliation procedure. The 
30 player's account balance is then updated at 234. At 236, this information is then 

forwarded to the kiosk or gaming terminal display where the player is using, and/or to 
the player's mobile gaming device 20 through the secondary communication interface 
118. At 228, the operation for the mobile gaming procedure ends at 162. 
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It will be understood that the above described arrangements of apparatus and the 
method therefrom are merely illustrative of applications of the principles of this 
invention and many other embodiments and modifications may be made without 
5 departing from the spirit and scope of the invention as defined in the claims. 
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CLAIMS OF THE INVENTION 

What is claimed is: 

1. A game device for selective display of a pre-purchased game of chance, the game 
5 device comprising; 

a communication interface adapted to communicate with a central gaming system to 
selectively receive gaming data controlling the play and outcome of the pre-purchased 
game of chance, generated at a first time; 

a display screen; 
10 one or more input mechanisms; and 

a game device microprocessor device configured to: 1) commence play, selectively 
activated by operation of the one or more input mechanisms, of the pre-purchased game of 
chance using said gaming data at a selected second time after said first time; and 2) 
selectively display on the display screen the generated outcome of the game of chance. 

15 

2. The game device of claim 1 , wherein 

said communication interface includes at least one of a hard wired communication 
interface, an intermediary communication interface and a wireless communication 
interface. 

20 

3. The game device of claim 2, wherein 

said wireless communication interface includes a wireless communication protocol 
selected from the group consisting of IEEE 802. lx, Bluetooth, IrDA, TDMA, CDMA, 
GSM and HomeRF. 

25 

4. The game device of claim 2, wherein 

said intermediary communication interface includes a removable peripheral device 
adapted for selective communication between the game device and the central gaming 
system, said removable peripheral being adapted to transfer at least a portion of said 
30 gaming data therebetween to effect the play and outcome of said game of chance. 

5. The game device of claim 4, wherein 

said removable peripheral device includes a peripheral microprocessor and a 
storage medium to store the at least a portion of said gaming data, 
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6. The game device of claim 5, wherein 

said removable peripheral device is selected from the group consisting of a 
5 smartcard, an E-key dongle, a memory stick, and a Secure Digital card. 



7. The game device of claim 3, wherein 

said player microprocessor is further configured to: 

instruct the central gaming system to initiate the generation of gaming data 
10 controlling the play and outcome of two or more pre-purchased games of chance, the last 
outcome of which is generated at the first time; 

receive the gaming data generated by the central gaming system, via the 
wire-less communication interface; and 

selectively display on the display screen, at the selected second time, the 
15 play and corresponding outcomes of the two or more games of chance using the associated 
gaming data. 



8. The game device of claim 1, wherein 

said commence play by said player microprocessor is performed through passive 
20 execution of said game of chance wherein said gaming data corresponds to the play and 
outcome of said game of chance previously executed by said central gaming system for 
time-shifted display thereof on the display screen at said second time. 

9. The game device of claim 1, wherein 

25 said communication interface includes a wireless communication interface having a 

wireless communication protocol selected from the group consisting of IEEE 802. lx, 
Bluetooth, IrDA, TDMA, CDMA, GSM and HomeRF. 



10. The game device of claim 1, wherein 
30 the game of chance is selected from the group consisting of slot games, poker, 

pachinko, multiple hand poker games, pai-gow poker, blackjack, keno, bingo, roulette, 
craps and card game. 



1 1 . The game device of claim 1 , wherein 
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said game device is in the form of a portable game device. 

12. A portable game device for selective, time-shifted, display of one or more games of 
5 chance previously executed and generated on a central gaming system, in the form of 

gaming data relating to the play and outcome of the one or more games of chance, the last 
outcome of which is generated at a first time, the game device comprising; 

a communication interface adapted to communicate with the central gaming system 
to selectively receive the gaming data; 
10 a display screen; 

one or more input mechanisms; and 

a microprocessor device configured to: 1) execute time-shifted replay of play and 
outcome of the one or more games of chance using said gaming data at a selected second 
time after said first time, commenced by input signals generated from the one or more input 
15 mechanisms; and 2) selectively display on the display screen the previously generated play 
and outcome of the one or more games of chance. 

13. The portable game device of claim 12, wherein 

said communication interface includes at least one of a wired communication 
20 interface and a wireless communication interface. 

14. The portable game device of claim 13, wherein 

said wireless communication interface includes a wireless communication protocol 
selected from the group consisting of IEEE 802. lx, Bluetooth, IrDA, TDM A, CDMA, 
25 GSM and HomeRF. 

1 5. The portable game device of claim 12, wherein 

said microprocessor is further configured to instruct the central gaming system to 
initiate play of two or more games of chance including the outcomes thereof, the last 
30 outcome of which is generated at the first time; to receive the gaming data generated by the 
master gaming controller, via the communication interface; and to selectively display on 
the display screen the previously initiated play and outcome of said two or more games of 
chance, at the selective time-shifted second time. 
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16. The portable game device of claim 14, wherein 

said one or more input mechanisms is adapted to instruct said microprocessor to 
display the previously initiated play of said two or more games of chance generated by the 
5 remote master gaming controller in any selected order. 

17. The portable game device of claim 14, wherein 

said one or more input mechanisms is adapted to instruct said microprocessor to 
display the previously initiated play of said two or more games of chance received from the 
10 remote master gaming controller in accordance with a selected predetermined category of 
outcomes of the previously initiated one or more games of chance. 

18. The portable game device of claim 1 7, wherein 

said predetermined category of outcomes includes winning outcomes and losing 
15 outcomes. 

19. The portable game device of claim 14, further comprising: 

a memory unit adapted to store the gaming data relating to the play and outcome of 
the previously executed play of two or more games of chance received by the 
20 communication interface. 

20. The portable game device of claim 19, wherein 

said gaming data is in the form of video data to view the play and outcome of the 
two or more games of chance on said display at said second time. 

25 

2 1 . The portable game device of claim 20, wherein 
said video data is in the form of an mpeg file. 

22. The portable game device of claim 12, wherein 

30 the one or more inputs mechanisms are selected from the group consisting of a 

touch screen, a input switch, an input button and biometric input device. 

23. The portable game device of claim 12, wherein 
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the microprocessor is adapted to automatically receive the gaming data generated 
by said remote master gaming controller for said selective display of the previously 
initiated play of said game of chance at the second time. 

24. The portable game device of claim 12, wherein 

the microprocessor is adapted to selectively receive the gaming data from said 
remote master gaming controller for said selective display of the previously initiated play 
of said game of chance at the second time. 

25. A method for executing pre-purchased gaming play for a portable gaming device 
comprising: 

selectively generating pre-viewed gaming data, on a central gaming system, 
representing the play and outcome of one or more pre-purchased games of chance, the last 
game of which is generated at a first time; 

selectively communicating said pre-viewed gaming data from the central gaming 
system to the gaming device; and 

reconciling post- viewed gaming data from the gaming device, viewed at a time- 
shifted second time after said first time, with the central gaming system for authentication 
of said post-viewed gaming data. 

26. The method of claim 25, wherein 

said selectively communicating includes communicating said pre-viewed gaming 
data through a removable communication interface adapted for communication between 
said central gaming system and the gaming device. 

27. The method of claim 26, wherein 

said selectively communicating includes removably receiving said communication 
interface in a reader device electrically coupled to the central gaming system. 

28. The method of claim 27, wherein 

said selectively communicating further includes storing, via the reader device, said 
pre-viewed gaming data onto a storage unit of the removable communication interface, and 
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said reconciling post-viewed gaming data includes retrieving, via the reader device, 
said post-viewed gaming data from said storage unit of the removable communication 
interface. 

29. The method of claim 27, wherein 

said communication interface is adapted to be removable mounted to said gaming 

device. 

30. The method of claim 29, wherein 

the removable communication interface is selected from the group consisting of a 
smartcard, an E-key dongle, a memory stick, and a Secure Digital card. 

3 1 . The method of claim 1 C, wherein 

said reconciling further includes comparing the post-viewed gaming data with the 
pre-viewed gaming data. 

32. The method of claim 25, wherein 

after said selectively generating pre-viewed gaming data, storing said pre-viewed 
gaming data on said central gaming system. 

33. The method of claim 25, wherein 

before said selectively generating pre-viewed gaming data, receiving an input 
selection for at least one of a game theme, a number of games to be pre-purchased, an 
amount wagered, a denomination per game wagered and a player identification. 

34. The method of claim 33, wherein 

after said selectively generating pre-viewed gaming data, storing said pre-viewed 
gaming data and at least one of said game theme, said number of games to be pre- 
purchased, said amount wagered, said denomination per game wagered and said player 
identification on said central gaming system. 

35. The method of claim 25, wherein 

said pre-viewed and said post-viewed gaming data is in the form of video data. 
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36. The method of claim 35, wherein 

said video data is in the form of an mpeg file. 

37. The method of claim 25, wherein 

after said selectively generating pre-viewed gaming data, encrypting said pre- 
viewed gaming data. 

38. A method for executing gaming play on a remote gaming device comprising: 
selectively receiving pre-viewed gaming data, executed on central gaming system, 

on the gaming device, said pre-viewed gaming data representing one or more pre- 
purchased games of chance, the last game of which is executed at a first time; 

receiving input instructions from one or more input mechanisms of the gaming 
device to commence play of said pre-viewed gaming data representing the play and 
outcome of the one or more pre-purchased games of chance executed by the central gaming 
system; and 

displaying the play and outcome of the one or more pre-purchased games of chance 
on a display screen of the gaming device, at a second time after said first time, wherein said 
pre-viewed gaming data thereafter constituting post-viewed gaming data. 

39. The method of claim 38, further including: 

transferring said post-viewed gaming data from said gaming device to the central 
gaming system for use in the authentication of said post-viewed gaming data. 

40. The method of claim 39, wherein 

said receiving pre-viewed gaming data and said transferring said post-viewed data 
is performed through a communication interface adapted to communicate said gaming 
device with the central gaming system. 

41 . The method of claim 40, further including 

removably receiving said communication interface in a reader device of the gaming 
device for said receiving and transferring of the gaming data. 

42. The method of claim 41 , wherein 
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said selectively receiving said pre-viewed gaming data includes retrieving, via the 
reader device, said pre-viewed gaming data from a storage unit of the removable 
communication interface, and 
5 said transferring said post play gaming data includes storing, via the reader device, 

said post-viewed gaming data onto said storage unit of the removable communication 
interface. 

43. The method of claim 41, wherein 

10 the removable communication interface is selected from the group consisting of a 

smartcard, an E-key dongle, a memory stick, and a Secure Digital card. 

44. A method for providing a game play session on a portable gaming device 
comprising: 

15 selectively generating pre-viewed gaming data, on a central gaming system, 

representing one or more pre-purchased games of chance, the last game of which is 
generated at a first time; 

selectively communicating said pre-viewed gaming data from said gaming system 
to a removable communication interface; 

20 retrieving said pre-viewed gaming data from said removable communication 

interface to the gaming device; and 

selectively viewing the play and outcome of the pre-purchased one or more games 
of chance on a display screen of the gaming device, at a second time after said first time, 
wherein said pre-viewed gaming data thereafter constituting post- viewed gaming data. 

25 

45. The method of claim 44, further comprising: 

selectively communicating said post-viewed gaming data from said gaming player 
to said removable communication interface. 

30 46. The method of claim 45, further comprising: 

retrieving said post-viewed gaming data from said removable communication 
interface to said central gaming system. 

47. The method of claim 46, further comprising: 
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reconciling the post- viewed gaming data with the pre-viewed gaming data 
generated by the central gaming system to authenticate the post-viewed gaming data. 

5 48. The method of claim 47, wherein 

said reconciling further includes comparing the post-viewed gaming data with said 
pre-viewed gaming data. 

49. The method of claim 44, wherein 

10 said selectively communicating said pre-viewed gaming data includes storing, via a 

reader device coupled to the central gaming system, said pre-viewed gaming data onto a 
storage unit of the removable communication interface, and 

said retrieving post play gaming data includes retrieving, via the reader device, said 
post-viewed gaming data from said storage unit of the removable communication interface. 

15 

50. The method of claim 44, further including: 

before said selectively viewing the pre-viewed gaming data, receiving input 
instructions from one or more input mechanisms of the gaming device to commence 
viewing thereof. 

20 

5 1 . The method of claim 44, wherein 

after said selectively generating pre-viewed gaming data, storing said pre-viewed 
gaming data on said central gaming system. 



25 52. The method of claim 5 1 , wherein 

said pre-viewed and said post-viewed gaming data is in the form of video data. 

53. The method of claim 44, wherein 

after said selectively generating pre-viewed gaming data, encrypting said pre- 
30 viewed gaming data. 
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